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PREFACE. 


|[AMING is become ſo much 
the Faſhion amongſt the Beau- 
Monde, that he who, in Company, ſhould 
appear ignorant of the Games in Vogue, 
would be reckoned low-bred, and hardly 
fit for Converſation, 
Therefore I have taken the Pains to 
_ compile this little Treatiſe, in order to 
teach the principal Court Games, VS, 
OMBRE, PicqQuerT, and the Royal 
Game of Ciress. | 
I think the Method laid down is fo 
plain and eaſy, that a Perſon of a very 
common Capacity may quickly learn theſe 
moſt entertaining Games, 3 
Firſt, As to OMBRE.. This Game is 
variouſly played, according to the Hu- 
mours of the Company, or the Stakes 
they play f for; 3 therefore, that the Rea- 
A 3 - der 
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der may not be ignorant of any Part of 
it, he- will find it here deſcribed in all 
its Branches: And we have reduced it 
to Chapters, or Heads, that he may not 
be puzzled, by running from Article to 
Article, without Method. 

It may be objected, perhaps, that we 
enlarge in ſome Places upon Things that 
have been touched on before : But it 
muſt be conſidered, that this Treatiſe is 
wrote in Favour of thoſe who have no 

Notion at all of the GAME; and to 
- theſe, we conceive, nothing can be made 
too plain. Beſides, it will be found, that 
| we never ſpeak of a Thing a /econd 75 me, 
+ but where it has not been ſufficiently ex- 
, plained before. 
4s for thoſe who have already me 
Netion of the Game, this eaſy Method 
will ſoon make them Maſters of it. 

They who play it well, will find the 


Rules here laid down fo exact, and with 


fo much Juſtice, as readily to decide 
thoſe frequent Diſputes which happen 
about the Laws of the Game. 

There. is likewiſe, for the Uſe of 
Learners, a Table of all ſuch Games as 
may with Prudence be played. 


But 
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ee vil 
But becauſe the Terms may ſound a 
little barbarous to ſome Ears, and leſt 
the Ignorant ſhould think they are Terms 
of Magic, we have placed them all in 
a ſeparate Table, with their Explana- 
tions. „% * 
{ Secondly, The Games of PicqQueT, 
{ BassET, and Faro, are deſcribed, as 
they are now played in the beſt Com- 
panies, The Method is fo eaſy, that I 
think nothing can be added to explain 
them farther. | 
Thirdly, The Royal Game at CHEE 
(which ſome maintain to be as old as 
Troy, and that it was invented by the 
Grecian Captains, to divert their tedious 
Evenings at the Siege of that famous 
City) requires Art and Stratagem, and 
relieves the Mind, when wearied with 
the Fatigue of Buſineſs. 
Fobn de Vigney, in his Book, called 
The Moralization of Cheſs, ſays, that the 
Game of Cheſs was invented by Xerxes 
the Philoſopher, to improve and correct 
the Mind of that famous Tyrant Mero- 
dach, King of Babylon, 614 Years be- 


* 


I fore the Birth of Chrif. 


viii PREFACE. 

In the Practice of this Game, a Per- 
ſon meets with a great many odd Events, 
which give the ſame Sort of agreeable 
Surprize, that ' we are moved with at 
the happy Incidents in a Comedy: by the 
conciſe Account we have given of it, 
any Perſon, that once ſees the Men placed 
upon the Board, may learn to play; but 

j to be excellent in it, requires a ſuitable 
; Genius, and good Obſervation. 

| The Second and Third Parts of this 
Treatiſe, were originally written by 
Charles Cotton, Eſq; ſome Years ſince, 
but are now rectified according to the 


preſent Standard of Play. 
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Of OMBRE, by TAR RE. 


22220 H E Game of Omers owes its 
> Invention to the Spaniards *, 
and has in it a great deal of the 


Gravity peculiar to that Nation. 
It is called El Hombre, or, The 
An. It was fo named, as requiring 
Thought and Reflection, which are Quali- 
Ties peculiar to Man; or rather, alluding to 
. Hi who undertakes to play the Game a- 
5 Painſt the re} of the Gameſters, and is 
4 B | called 


: * It is an Improvement of a Gau called Pa IuERo, 
Poermerly in great Vogue among the Spaniards. Prime- 
7 Pis played with 6 Cards, Ombre with 9, that being 

Ne material Difference. As to the Terms, they are 
oſtly the /ame. He who holds Cinguo Primero (which 
a Sequence of 5 of the beft Cards, and a good Trump) 
ſure to be ſuceeſsful over his Adver/ary, Hence the 
ame takes its Denomination. | 


De? 


— 32 


e * 


a great deal of Application; and let a Man N 
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Miſtakes, if he thinks of any thing elſe, or] 


look on. 


without diſtracting the Gameſters. 
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2 The Couxr GAM EST ER. : 
called, The Max. To play it well, requires 


be ever ſo expert, he will be apt to fall into 
is diſturbed by the Converſation of thoſe that 


Attention and Quietneſs are abſolutely ne- 
ceſſary, in order to play well. Therefore, i : 
the Spectators are diſcreet, they will be ſa-· 
tisfied with the Pleaſure of ſeeing it played, 


What I have ſaid, is not to perſuade any 
who have a mind to learn it, that the Plea- 
ſure 1s not worth the Pains: On the contra- 
Ty, it will be found the moſt delightful and 
entertaining of all Games, to thoſe who have 
any thing in them of what we call the Spiri 
of Play. 

There are many Ways of olaying at On. 
bre; it is ſometimes played with Force Spa- 
dille, or Eſpadille Force; ſometimes by tua. 
Perſons, ſometimes Three, ſometimes Four c 
and ſometimes Five; but the general Way i 
by Tyree. Of this kind of Play we ſhalſ he 


£3 
— 


treat firſt, the reſt we ſhall explain 


their Turns. | 22 


The Number of the Ca RDS. * 


HE Game is * ed with 40 Cards 
You may buy Packs on purpoſe mad na 
up for this Game; otherwiſe you may ta 


OMBRE, by Tnxes. 
an entire Pack, which conſiſts of 32 Cards, 
and throw our all the Eights, Nines, and 


Pom i 1 — „ N N 


Tens, of the four Suits, which make 12, 
and there will remain 40, which is an Ombre 
Pack. 

-Þ The Natural Order of the CAR Ds, 


Cards, is, their ſeveral Degrees when 
they are not Trumps, 
The Term Trump comes from a Corrups 


they are, they are attended with Conqueſt, 
Of Cards there are 2 Colours, Red and 
Black; the Black are Spades and Clubs, 
The Order of Spades and Clubs is the ſame 
as. in other Games, 'in a natural Deſcent : : 
King, Queen, Knave, 7. 6. 5. 4.3.2 


are not reckoned in their natural Order of the 
* Cards among their own Suits, becauſe they 
Ware always Trumps; as we ſhall explain 
\Y hereafter, 

1 ' The 2 Red Colours are Hearts and Dia- 
monds, which in their Order are quite con- 
trary to the Black; but this Difference 13 
ſoon underſtood. 


The King, Queen, and Knave, keep their 


rds 


aMFnatural Ranks, but the reſt are quite rever- 
B 2 ſed 


da 


HAT I call the natural Order of the 


tion of the Word Triumph; for wherever 


It is to be obſerved, that the 2 Black Aces 
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ſed; for the loweſt Card in the Red Suits ſtil 
wins the higheſt. 


To comprehend this at one View, and to 
ſee every Card's Value, peruſe this Table. 


BLACK, 
King 
Queen 


Seven 
Six 


1 Five 


Four 
Three 
Duce 


| 


Knave 


Obſerve, that there are 10 


Cards in Red and but 9 
in Black, by reaſon, the 


Black Aces, which are! 


always Trumps, are not 
to be reckoned, 


The Order of ihe Carps when they are Trumps, 


T is neceſſary to remember, that the 
Black- Aces are always Trumps, let us 


play in what Colour we will: 


Thus whe- 


ther Hearts, Diamonds, Clubs, or Spades be 
Trumps, the Ace of Spades is always the 
firſt Trump, and the Ace of Clubs the third. 
The Ace of Spades is called Spadille, o 
Eſpadille ; the Ace of Clubs Baſto. 
Thus the firſt and the third Trumps art 
; conſtantly fixed, then the only Difficulty | 
to find out the ſecond. 


W © 


OMBRE, by THREE. 5 


11 f is to be obſerved, that whatever Colour 
we play, that which is the worſt Card in its 
natural Order (that is to ſay, when it is not 


| Trumps) becomes the ſecond Trump; as the 
Duce of Spades; when we play in Spades, is 
the Second belt Trump, and is called Ma- 


Ss, 


are called Puntos. 


nille; and the Duce of Clubs, when Clubs are 
\ TrumPs. | 
) Whenwe play in Red, the Seven of Hearts, 

or Seven of Diamonds, is the ſecond beſt 
Card; that is to ſay, the Seven of Hearts 
| when we play in Hearts, and the Seven of 


Diamonds when we play in Diamonds ; and 1s 
likewiſe called Manille. | 
There are, as we have ſhewn, four Ma- 
nilles upon the Cards; that is to ſay, o in 
Red, and two in Black; but they are never 


called Manilles, but When the Suits to which 


they belong are Trumps: As for Example, 
when we play in Spades, the Duce of Spades 
is Manille; if in Clubs, the Duce of Clubs; 
if in Hearts or Diamonds, it muſt be the Sever. 

There is one Obſervation remains; which 


is, Concerning the Red- Aces when we play in 


Red, we muſt take notice that they change 
their Place. 


Thus when we play in Hearts, the Ace of 
Hearts takes place of the King, and is the 
fourth Trump; as likewiſe does the Ace of 
Diamonds when we play in Diamonds; and 
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But it muſt be remembred, that it is only 
when they are Trumps ; ; that they are called 
by this Name; at any other Time they are 
only in the Degree we have placed them in 
the foregoing Table. 

For the better underſtanding the Namie 
of the Trumps, obſerve the following Ta- 
ble, where they are placed in their Order. 


Rep. BLAck. = 
S ,adille, Ace of Spades | Spadille Ace of Spades 
Manille, the Seven. Manille, the Duce. 
Baſto, Ace of Clubs. | Baſto, Ace of Clubs. 
Punto, the Red Ace. 5 
nn King 
Queen Queen 
Nuave | Knave 
Duce Seven 
Threee Six 
Four Five 
N — Four 
Six 4 Three 


vi Thus you ſee, there are 12 T; rumps in Red, 
and but 11 in Black. 


How the TRV is made. 


HE Trump at Ombre is not made by 
turning up a Card, as at other Games. 
But after the Cards are dealt, every one ex- 


amines his Game, and ſpeaks in his my 
or 


OMBRE, by TRREE. 7 
For Example, we will ſuppoſe that you 


are Eldeſt Hand, and that you have for 


Gamg, Spadille the Ace, and Manille the 
Duce of Spades; Baſto the Ace of Clubs, 
the 7 and the 3 of Spades; you will find, 
upon Examination, that you have three 

Matadores and two Trumps, which is a very © 
good Game : We will ſuppoſe that the other 
two have no Game at all; you are to ask 
if they play, that is underſtood if they play 
without taking in; which we ſhall explain 


| hereafter. They anſwer, No: Then you are 


to ſay, Spades are Trumps, and make your 
Diſcard accordingly. This is the Manner 
of making the Trump. What I fay of the 
Eldeft Hand, is the ſame with the other two, 
_ thoſe that are to ſpeak firſt, have ſaid, 
Paſs. 

Thus the Trump is made by him who un- 
dertakes the Game, in whatſoever Suit he 
finds his Game the ſtrongeſt, 


But the Perſon who plays muſt always 


name the Trump, before he looks at the 


Cards he takes in; for if he ſhould happen 
to turn them up, tho he ſhould not ſee them 
before the TrumP is named, then either of 
the other Two may name it; and he ſhall 


be obliged to play in o_ Suit, let it be 
what it will. 


If the Ombre mould name two Colours at 
the ſame time, then the Perſon who ſits at 
— Wa his 


8 The CovxT GAMESTER. 
his Right Hand ſhall chuſe which of thoſe 
two Colours he thinks fit, and the Ombre 
ſhall be obliged to play in that Suit. : 

In this Caſe the Ombre ſhall have the Li- 
berty of looking at his Diſcard; and if he 
has put out any of that Suit which is named 
for him, he may take them in again, pro- 
vided the Cards he took in are not joined to 
the reſt of his Game: If ſo, he has not this | 
Liberty. 

The Perſon who i the Game, 
is called the Ombre. 

It is neceſſary to be very exact in naming 
the Trump: For example; if a Perſon who | . 
intends to play in Clubs, ſhould ſhew three | | 

Cards that he puts out, a Heart, a Spade, 
and a Diamond; and ſay, You may know iſ 
my Trump by what! put out; this will not Ne 
be ſufficient, and the others may name it, Ja 
as if he had not ſpoke at all: For ſome- 
times in that Caſe a Man may er out a 
Trump to deceive others. n 

All theſe Formalities are erounded upon || 1 
Reaſon, therefore Miſtakes muſt fall to the Ip 
Prejudice of him who makes them; becauſe v 
it is ſometimes difficult t diſcern. between 
Miſtake and Deſign, and if theſe were per- Jo 
mitted to be retracted, it would give Occa- Ip 
ſion to a great deal of unfair —_ therefore || tc 
all Equivocations are diſallowed. To 


It 
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If after the Ombre has looked at the Cards 
he takes in, he recollects that he did not 
name the Trump; if the other two ſhould 
forget to ſpeak before him, he may name it 
then without Incurring any Penalty. . 


Of the Matadores, and their Privilege. 

HE Word Matadore, in Spaniſh figni- 

fies Murderer ; they are ſo called be- 
cauſe they never give Quarter. 


There are but three Cards that are pro- 


perly called Matadores ; theſe are Spadille, 

Manille, and Baſto; which are three princi- 

pal Trumps in whatever Suit we play. 
Spadille is always the Ace of Spades. 
Manille, as we obſerved, is not fixed, but 


changes according to the Colour we play in, 


as.in Red it is the Seven, in Black the Duce. 
Baſto, is always the Ace of Clubs. | 
The Privilege of a Matadore, is, that it is 
not obliged to pay Obedience to an inferior 


Trump; that is, you are not obliged to 


play it, tho? a Trump lead: One Example 


will make this plain. 


Suppoſe I have in wy hand Baſto, wich- 


out any other Trump, and the Leader ſhould 
play the King of Trumps, I am not obliged 
to play my Baſto, but may play any other 
ordinary Card that is not a Trump. 


B 5 _ Here 
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10 The CouRT GAMESTER. 
Here the King is inferior to Baſto; but if 
the Leader ſhould play Spadille, or Manille, 
there Baſto muſt come down, if you have 
no other Trump; for every Card muſt pay 
Reſpect ro its Betters. 

But you muſt obſerve, that Spadille, or 
Manille, muſt be the Card firſt played. 

For Example; if I have Baſto unguarded 
- in my Hand, and am to play laſt ; if the 
Leader ſhould play the King, and the. ſe- 
cond Spadille ; here I am not obliged to play 
Baſto, becauſe Spadille did not lead. 

Another Privilege of Matadores, is, that 
whoever has them ſhall be paid a Counter 
Tor each, by the other two Gameſters, , + 

But it is only the Ombre that can be paid 
for Matadores, nor is he to be paid for any 
Number leſs than Three. a 
Formerly, if the Ombre was Beaſted, and 
the Matadores were in another Hand, he 
was obliged to pay to that Perſon who had 
them; but this is out of Uſe now. | 

80 if J loſe the Game with three Matadores 
in my Hand, I am to pay three Counters 
to each of my Antagoniſts. 
HFitherto we have only ſpoke of theſe 
three Matadores, Spadille, Manille, and Baſto: 
but it muſt be obſerved, that thoſe Trumps 
which immediately ſucceed theſe, when they 
happen to meet in the Hands of the 3 0 

_  _ wuiurPyY 
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uſurp the Name of Matadores, and muſt be 
paid as ſuch, "Rim 5 

For Example; if I have Spadille, Manille, 
Baſto, Punto, King, Queen, and Knave ; I have 
ſeven Matadores, and muſt receive ſever! a- 
piece from my two Oppoſites: And if the 
Duce and Three ſhould be joined to theſe, 
they make nine, and I muſt be paid accord- 
ingly ; but this is to be underſtood if we 

play in either of the Red Suits, 
There can be no Punto, when we play in 
either of the Black Suits ; becauſe the Aces, 
which are the Punto in Red, in Black are 
otherwiſe diſtinguiſhed. „ 
Thus when the Ombre wins his Game, he 
muſt be paid for his Matadores, whatever 
Number he has; if he loſes he muſt pay 
the others, ſtill obſerving that theſe Mata 
_ dores muſt be Sequents, 'otherwiſe they arg 
not to be paid at all. 


5 The Manner of Diſpoſing the Game. 


rs | | HERE is no Neceſſity for marking 
1 up your Game at this Play, becauſe 
ſe every Deal decides the Game; however, 
Counters muſt be uſed inſtead of Money, to 
PS mark the Stakes you play for. I, 
ey You muſt diſtribute to every Player a 
7c, | certain Number of Fiſbes or Counters; ſup- 
Pp poſe nine Fiſhes and ＋ Counters to each. 
3 3 A 
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A Fiſh is a Counter made in the Shape of 
a Fiſh, to diſtinguiſh it from the other Coun- 
ters, and is generally made to be worth ten 
Counters. 

The next thing to be Jercledd, is the Price 
of your Counters, which ' muſt. be according 


to the Sum you intend to play for, as a 
Crown, Half a Crown, a Shilling, or Six- 
Pence each. 

The Deal is ſettled thus. One Perſon 
taking the Pack, turns up a Card in the 


middle of the Table; ; and afterwards gives 


a Card a- piece round, and whoever has the 
Higheſt Card of that Suit which lies in the 
Middle, is the firſt Dealer. Another Way 
is, by giving Cards round, and whoever 
has the firft Black Ace, deals firſt. 


The MANN ER Y DAA ; 
W E have explained to you the value 
of a Fiſh; you are to lay down 1 a- 
piece, before the Deal begins. 

After the Dealer has ſhuffled the Cards, 
be muſt lay them down to be cut by the Per- 
ſon on his Left Hand, and then deal, by 
giving firſt to the Perſon on his Right Hand. 

This Way of Dealing is peculiar to this 


Game; at all other Games you begin's at the 
Left. 


The 


wy 
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The Dealer is to give 3 and 3 round, till 
he has dealt 9 a- piece. Obſerve, That if he 
ſhould, by Miſtake, or otherwiſe, give the 
Cards in any other Manner, he will be obli- 


| ged to deal again, 


When he has thus dealt, there will be 1 10 
Cards left, which he is to lay down at his 
Right Hand. If you ſhould all paß, (which 


often happens) then every one is to lay down 


a fingle Counter, and the next Perſon deals. 
The Counters laid down for your Paſſes, 
are not to be mixed together; but every one 
hays his own juſt before himfelf : The Reaſon 
of this is, that if there be any wanting, it 
may be decided without diſputing, who has 
omitted lay ing down. | 
' Suppoſe the Perfon at the Dealer's Right 
Hand, that is, the Eldeſt Hand, has a good 
Game, he asks this Queſtion, Do you give me 
Leave, or do you play without Taking in ? If 
they have bad Games, they anſwer, Paß. 
Then he diſcards 2, 3, or more Cards, 
according to the Strength of his Game; and 
taking up the Remainder of the Pack, he 
ſerves himſelf with as many Cards from chence 
as he has laid out; then laying his Diſcard at 
his Left Hand, where the Pack lay before, 
he places the Remainder in the middle of the 


Table, ſtill remembering to name the TTY 
before he takes in, 


The 


14 The CouRT GAMESTER. 
The Meaning of this Formality is, that 
whenever the Cards lie at a Man's Left Hand, 
you know by that, he is to play firſt, and to 
be the next Dealer... 
If in dealing the Cards, there happens to 
be one faced, the Dealer is to go on without 
Interruption 3 unleſs it happens to be a Black 
Ace, in which caſe he is obliged to deal 
again. a | 

But if the Dealer ſhould turn one of the 
Cards, then it is at the Choice of him it be- 
longs to, either to receive it, or make him 
deal again; unleſs it is a Black Ace, then it is 
a Rule that the Cards muſt be dealt again. 

If there happens to be a great many Cards 
faced, they muſt be dealt again, 

If the Ombre plays Sans-prendre, and there 
happens to be a Card faced in the Stock, 
the Deal is to go for nothing. 

If the Dealer' ſhould give ten Cards, ei- 
ther to himſelf, or any once elfe, he muſt 
deal again, if they demand it. | 

But it is different in reſpe& of the other 
Two; for they may play, tho' they have ten 
Cards dealt them, provided they declare it 
before they take in: In which caſe they are 
obliged to /ay out one* Card more than they 
take in; for if they have ten Cards after 
they have taken in, they are Beaſted, and fo 

- — muſt be likewiſe, if they ſhould take in 
without declaring they have ten Cards, L 
\s 
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As to thoſe who paſs with ten Cards in a 
Hand, it is differently played; with ſome 
it is a Beaſte, with others it is not. 

When a Man at the ſight of his Cards ſees 
nothing good in his Hand, he is apt to ex- 
amine no farther; therefore I think it a 
little ſevere to be Beaſted only for not dif- 
covering one's Cards. 

The Spaniards play it with ſo much Seve- 


rity, that if a Man ſhould ſay, I have ten 


Cards, I paſs, he is Beaſted; but We play 


more tenderly, and I think it is the moſt e- 


quitable Way; viz. a Man is never Beaſted, 
unleſs he has ten Cards after he has taken in, 

If the Perſon who has ten Cards dealt 
him, has a mind to play Sans-prengre, he 


muſt ſhuffle his Cards, and one of the Com- 


pany ſhall draw out a Card at Hazard, and 
put it amongſt thoſe which they difeard. 
The Rules we have laid down for ten 
Cards, are the ſame with eight, becauſe the 
Reaſon 1s the ſame, 
He that has but eight Cards, and would 
play Sans-prendre, muſt with eight Cards 
win enough for his Game: If he takes in 
with eight Cards, he may take | in one Card 
more than he _y out, | 


4 
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| The Manner of playing Solo: Or Sans-prendre, 
O play Solo, or Sans-prendre, is to play 


have a Game by which you may propoſe to 
win five Tricks. | 
If the Ombre wins his Game when he plays 


a-piece from each of the others. 
If he loſes it, he muſt pay Them three 
Counters a-piece, for in all things there muſt 


Gain, 


Matadores muſt be aſked for, before the Cards 
are cut, for the next Deal; for after thats 
no Demand can be made. 

But it is otherwiſe concerning the Brafte, 
which may be demanded at any time, while 
you are playing the next Deal, 

The Meaning of this is, that the Beafte, 
belongs to the Board, and the others are paid 
immediately to the Gameſters. 5 
If it be the Eldeſt Hand that plays Sans- 
prendre, he only names his Trump, and the 
reſt make their Diſcards, as we have ſaid 
before. If he has an infallible Game, as, 
for Example, five Matadores, he may ſhew 
them upon the Table, and that is ſufficient, 
without naming the Colour, 3 1 


without diſcarding; for this you muſt 


Sans- prendre, he is to receive three Counters 


be an Equality between the Loſs and. the 


Obſerve, that the Sans e and the 


SH 
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If the Eldeſt Hand ſhould aſk the Queſti- 

on, Do you give me Leave? and one of the 

others intending to play Sans. prendre, anſwers, 

No, you muſt do more; in this caſe he is not 

allowed to diſcard, but ſtill has the Preference 
of playing Sans prendre, as being firſt. 

But if the Eldeſt paſſes Sans- prendre, he 
who anſwered him is obliged to play ſo. 
If one ſhould name his Trump vithout 
firſt having aſked Leave, he ſhall be obliged to 

play Sans=prendre, tho* he did not intend it. 
But this Severity does not reach to the 
Youngeſt Hand,. becauſe the other two muſt 
paſs, before it is his Turn to ſpeak. | 
If before the Eldeſt Hand has ſpoke, ei- 
ther of the other Two thould diſcard, and 
without aſking Leave, name a Trump; if 
he has not ſeen his Cards, the Eldeſt Hand 
may oblige him to play Sans-prendre, or keep 
his Prefefence of playing ſo himſelf, or elſe 
aſk Leave, as he ſhall think fit: If he has 
ſeen the Cards he takes in, he may either 
oblige him to play, or have the Cards dealt 
over again; for the Eldeſt Hand mult not 
loſe his Preference. | 
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| The Manxer of DiscanviNG. 


H E N the Hinder plays . 
it is very eaſy for the other Two to 
diſcard : He that is firſt may take eight or 


nine; 5 | 


© 
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18 The CouRT GAMESTER. 
nine; but thoſe that underſtand the Game, 


take care to diſcard fo that the Game ſhould 
not be divided. ; 


Therefore when the, Ombre does not play 


 Sans-prendre, he that diſcards next to him, 


ought not to go to the Bottom of the Cards, 
unleſs he has a Matadore, or elſe ſome ſtrong 
Trumps, with Kings. 

What I mean by going to. the Bottom, is, 
that he ought to leave at leaſt five Cards to 


him that takes laſt z otherwiſe he will ſpoil 


all, by dividing the Trumps, which 1s a ſure 


Way of giving the Game to the Ombre. 


Then, it lies upon the Diſcretion of him 


who diſcards next to the Ombre, to judge 


whether he has a Probability of winning 
three or four Tricks; otherwiſe, he ſhould 


leave five Cards to the laſt, 1 have ſaid 
before. 


Therefore I do not think 2 Matadore, 


without any other Trumps, or Kings, a 


Pretence for tak ing in a great many Cards: 
When this happens, the five Cards ſhould 
be left to him who is to diſcard laſt, 

It is*to be conſidered, that the 'two who 
play againſt: the Ombre are in the Condition 
of Partners at Whiſk, and are to allift each 
other all they can. 


I aid before, that he who goes to the 


Bottom of the Cards ſhall propoſe to win 


four Tricks; I do not mean by this, that he 
ſhould 
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ſhould have four, as ſure Tricks, as if he 


were Ombre, for that ſcarce ever happens: 
All that I mean, is, if he has a good Ap- 


pearance; for the Third Perſon is to aſſiſt 


him in making the Gano of his Kings, and 
forcing the Trumps of the Ombre. 

If the Ombre does not play Sans-prenare, 
he diſcards firſt, the Perſon upon his Right 
next, and ſo the third; if he plays Sans» 
prendre, the Diſcard is to begin at the 


Right, and ſo on. 


In diſcarding there is no Regard had to 
the eldeſt Hand; but after the Ombre, it 
goes on to the Right. 3 8 

The Ombre ſhould be very attentive in ob- 
ſerving how the others diſcard, and remem- 
ber which of them takes in moſt Cards, for 
he may judge by that where the Strength of 
the Game againſt him lies: In this caſe, if 
he finds he is not ſtrong enough to win five 
Tricks, he muſt endeavour to give Two 
Tricks to him whom he judges the weakeſt 
of the Two. | 

If after they have all taken in, there ſhould 
be a Card left, he who diſcarded laſt may ſee 
it, if he pleaſes; in which caſe, all the reſt 
have the ſame Liberty: But if he does not, 
and either of the other Two ſhould look at 
it, that Perſon is Beaſted. | 

If one of the Gameſters ſhould uke in a 
Card more than he lays out, he is not a 

| ” e 
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ed for this: If he has not looked at his Cards 
he 1s to return the laſt Card. 


one of the other Two ſhall draw a Card at 

Hazard out of his Game, and put it into 
the Stock. 

If he ſhould take one too few, it is wick 

the ſame thing; if the Stock is ſtill upon the 

Board, he may take a Card; if they are all 


taken in, he mult draw one by chance out 
of the Diſcard. | Y 


The Manner of PLA YIN 0 the Car Ds. 


HEN all have diſcarded, the eldeſt 

Hand plays firſt. After that, who- 
ever wins the laſt Trick, plays next, as it 
is practiſed at all other Games. 


Game contrary to all other Games, you 
play ſo too; the Play always takes its Courſe 
rom the Right. 

If you have not a Card of chat Suit which 

leads, you are not obliged to play a Trump, 

but you may do it for the Convenience of 
your Game. 

When one of thoſe that defend the Stake 
demands Gano of his Comrade, he er to 
give it, if he can. 

The meaning of S is, I Vin; or, Lei 
it paſs ; ſo that he who demands Cano, 7 4 


If they are mixed with the reſt of his Cards, | 


And as I obſerved that you deal at this 
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ve ſuppoſed to have the beſt Game, and 


the other ſhould paſs the Trick to him. 
For Example; if the Ombre ſhould play 


a Spade, and one of thoſe that defend the 


Stake ſhould play the Queen, and ſay Gano, 
or Gano del Re, his Comrade ought not to 
play tht King; but in this caſe he ought to 
have a ſmall Spade in his Hand, otherwiſe 


he muſt play the King, upon the pain of 


being Beaſted, 

If after one has called Gano, his Comrade 
ſeems to heſitate, or make a Difficulty of it; 
he may call to him three times very ear- 
neſtly, 20 Gazo fi ſe puede; which is, Tou 
muſs let me have it if you can. FO 3 

It muſt be obſerved, that the Formality 
of the Game is ſuch, that no Terms muſt 
be made uſe of but theſe; all Words that 
are equivalent are forbid: But Gano muſt 
never be demanded, but to defend the Stake; 
for he that ſhould call it with a deſign to 
win Codille, would in Spain be thus anſwer- 
*y No ſe deve, por Dios; 1, e. It is not loſt, 

G—, | | 
” When one of thoſe-who defend the Stake, 
raps his Hand upon the Board in delivering 
his Card, it is to. be underſtood as a Signal 
to his Comrade to play a high Trump to 
force out the Ombre's Trumps. Note, That 
this is not held unfair for the Game allows 
55 abt ve * 


Formerly, 
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Formerly, if a Man played out of his 
Turn, he was Beaſted ; but at preſerc it is 
not ſo, unleſs it be ſo agreed. 

If you ſhould ſeparate one Card from the 
reſt of your Game, ſo that the Ombre ſhould 
ſee it, he may, if he pleaſes, oblige you to 
Play it; provided that in playing it you do 
not make a Renounce. 

As it is of great Conſequence in this Game 
to know the Number of Trumps, and how 
many are out; every one has the Liberty 
of examining his own Tricks, and thoſe of 
others: This is permitted on all Sides, as 
often as any ſhall think fit, though there be 
no Trump played. 

If the Pack ſhould not be true, the Game 
goes for nothing, if it be diſcovered in play- 
ing the Cards; but if it be not found out till 
after the Game is played, it ſtands good, 


”F the BEASTE, « 


3 


HE Beaſte is made whenever he who 
undertakes the Game (that is to fay, 
the Ombre) does not win. 

To win the Stake, the Onbre ought to 
make five Tricks. 

Except five Tricks are divided betwixt 
his two Opponents; that is, when one wins 
three, and the other two; in this caſe four 

Tricks are ſufficient. 1 

i e 
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He is likewiſe beaſted, who plays with 
| more or leſs than nine Cards. 


prize has thrown down a wrong Card u 

he Table: Even when the Perſon who wins 
the Trick, has played again for a ſecond 
Trick, if he has not folded up the firſt, he 
who played wrong, may recover his Card, 
and play again; but after the Trick is fold- 
ed up, it is too late, and he muſt ſubmit to 
of i the Beaſte, 


_ When one finds out that another Jas Re- 


be nounced, and that. it is a Prejudice to his 
Game, he may oblige every one to take 
ne their Cards back, and play over again, be- 


y- ginning with chat Trick where the Renounce 5 


i! began. 
But if the Deal be kniſhed, the Cards muſt 
not be played over again. 
Whoever Renounces ſeveral times in a Deal, 
ſuffers a Beaſte for every Renounce. 


ho All the Beaſtes that are made in one Deal, | 


Ws mult lie together upon the Board, and be 
played for the next. 

to If one ſhould be heaſted for. playing with 
ten Cards, and the Ombre for not winning 

ixt his- number of Tricks; theſe are two Beaſtes, 

ins which, with the Stake upon the Board, make 

a. ny Stakes 3 and they are to be laid toge= 


ther, 


A Man is beaſted that makes a Revionnce bk 
but it is not a Renounce, when one by Sur- 
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24 The COURT GAMESTER, 
ther, and played off the next Deal, 'unle(M 
they are ſeparated by Agreement, } 

He who makes many Beaſtes in one Deal, 
may put them all to one Stake, it he pleaſes 
and the others cannot hinder him. 
He who in taking his Cards from the 
Stock, ſhould, by letting a Card ids or 
otherwiſe ſhew one, is beafted. 

Odbſerve, that all Beaſtes which are made, 
of what Nature ſoever, muſt be of the ſame 
Value with that which the Ombre is to take 
up, if he wins, whether it conſiſts of one, two, 
or more Fiſhes: Therefore thoſe: Gameſter 
who play with Caution, take care not to 
ſuffer by Overſights; and after they take in 
the Cards from the Stock, always tell them 
before they look at them, leſt they ſhould 
have more or leſs than Nine. 
- Obſerve alſo, that the Tricks may be va- 
riouſly divided, according to which, One 
either ſaves, or makes a Braſte. I 
There are but two ways for the Ombre to 
win, which we have ſpoke of already: Now 
we are enumerating how many ways. he may 
loſe, or be Beafted, _ 

When the Players win three Tricks apiece 
the Ombre is Beaſted; and this is what is call- 
ed the Remiſe by Three, 6-200 
When the Ombre wins four Tricks, and 
.one of thoſe that defend four er Fo 

mbrt 
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| Dmbre is likewiſe Beafted ; and this is alſo 
Falled, Remiſe, Riſpoſte, or Repueſte, 

T herefore he who defends the Stakes, and 
as not a Game by which he may almoſt 
depend upon winning at leaſt three Tricks, 
ould avoid winning above one; but aſſiſt 


er to Beaſte the Ombre, 

When there are many Beaſtes upon the 
Board, that which was laid down firſt, is to 
taken up firſt ; afterwards, that which i is 
f the higheſt Value. 171 

When the Ombre makes bd ſob Tricks, 
nd one of the Defendants five; or when the 
)mbre makes but three Tricks, one of the 
thers four, and the third two, the Ombre is 


he Ombre, takes up the Stake : And this is 
hat is called winning the Codille, of which 
ne Be ſhall treat by itſelf, 


to „ the Codilla or Codille. | 


„ E. Codill ! is, when one of thoſe who 
Defends the Stake wins more Tricks 
in the Ombre; in this caſe the Ombre is 
ot only Beaſted, but he who wins Codille, 
kes up thatStake which theOmbre played for. 
He who aſpires at Codille ſhould play with 
lonour, and, as I obſerved before, never 
bre mand Cano, when 5 is ſure of — 


is Comrade in getting four T ricks, in or- 


ed; and he who wins more Tricks than 
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26 The CoukT GAMES TTR. 
four Tricks; but as there is no Penalty in 
this caſe, all the Defence we can have againſt 
fuch People, is to play with them no more. 
If the Ombre ſhould. demand Gano, tho! i 
were to hinder the Codille, he is Beaſted. 
Some, as ſoon as they have diſcarded, and 
ſeen the Cards they take in; if they find a 
very bad Game, will give it up, and yield 
themſelves Beaſted, in order to prevent the 
Codille: But this does not ſeem. fair; and a 
it is not any Part of the Game of Ombre, there 
is no Rule provided in this Caſe: However, 
it is never done among thoſe who would value 
themſelves upon their good Manners. 
Therefore in Honour, I think there is but 
one way of diſappointing a Cadille, and th 
is by good Play. r 
When it happens that one of the Gameſten 
by his Play may either give the Ombre hi 
Game, or give the other the Codille, heſhoul: 
chuſe rather to give the Codille, and lei 
the Ombre be Beaſted: The Reafon is, that 
when the Ombre wins, he robs the Board o 
the Stake; but in the other caſe, he +: 
ane down, for that which the Cogille takes up 
If he who aims at Codille, ſhould call 6. 
na at his fourth Trick, when he is ſure of a 
fifth, he ought not to draw the Stake; anc 
upon ſuch Occaſions I have often ſeen whe 
it 13 2 as I ſaid . th 0 
being no Law for it, it de upon the 
Honour of the Gameſters. 9 7 


o E IN Taxes, 


be maner of Marking at this Game. | 


"Have obſerved before, that a Bs is ge: 
nerally valued at Ten Counters, or ſome- 
tiwes Twelve, juſt as the Gameſters pleaſe ; 
but this Variety can never puzzle any Per- 
ſon. There are likewiſe other Degrees of 
Counters, ſome of which are valned at 
three Counters, ſome ſix, Sc. which are 
rontrived for the greater Eafe of paying at 
Play; but we ſhall only ſpeak of the Fiſhes 
and Counters here, for it is' but feldom that 
any other Sort are uſed at this Gam. 
When you begin to PHY» every one is to 
ſake a Elb, placing it juſt before him; 
theſe are Three Stakes, which are to be play- 
ed for at three Deals: As for example ; when 
the Ombre wins his Game, he takes up a Ei c 
if the Ombre wins a ſecond Game, he takes 
p another; then there remains one upon the 
Board; the Perſon -who is Ombre the third 
time, though he wins his Game, takes 
nothing, but plays to enrich the Board, a 
has only the Advantage of obliging the other 
two to lay down a Fifh each, without lay- 
5 down himſelf; ſo that it may be faid, he 

5 te * * the Proſpect of a future Gain. | 
now we wilt ſuppoſe it another Way 

as for Example, if he that is firſt Ombre 
could be Brafted, then he is to lay down a 
Fiſh, which he is to place a- croſs one of 
2 thoſe 
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rtr pboſe that lay upon the Board before: Then 
- "lf it is called a double _— and will * 
| 200 in 88 Manner. | 
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0 if. — rn ſhould > Three ſucceflive 
% there will be as many double Stakes, 
Which muſt be all croſſed as this above. 
Whenever the Ombre plays for a double 
0 if he loſes his Game, he is doubly 
eaſted. 

When ſeveral . happen in in one Game, 
we have given Directions already how they 
are to be diſpoſed of, _ 

You muſt,obſerve, that the ſingle Stakes 
mult be played off before the double ones, in 
regard they were firſt laid down, n. 

9 4 all have examined their Cards, 3 
50 Pol undertakes the Game, that is, when 
all paſs, every one muſt lay down a ſingle 
Counter, and this as often as all . 

When the Paſſes increaſe, and every one 
has a, Number of Counters before him, ſo 
many of them muſt be put together as will 
make a Stake, either Ten, or Twelve, ac- 
carding. to the Value of a Fiſh; and this is 
to be done as often as the Paſſes increaſe to 

a Numb er ſudhcient for a Stake. | 


0-3/5 2} | _ 
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1 E N one Perſon gains all thes Nine 
Tricks, it is called winning the Vole. 
The Advantage of winning the Vole, is, 
that he who is ſo happy as to gain it, ſweeps 
the Board, let there be ever fo . Stakes 


upon it. 


But ſuppoſe there is but one Stake open 
the Board, either double or ſingle 3 in this 
Caſe, he who wins the Vole, _ 1 
what lies upon the Table. 

As for Example; if there be a Stake 0 
two Fiſhes, and two Counters before each 
Player, which were laid down for the Paſſes, 
each of the other two ſhall pay him who 
wins the Yole, one Fiſh and three Counters, 
which - makes the. Stake upon the Board 
double; But, as J ſaid before, if there — | 
more Stakes than one upon the Board, he 
who wins the Vole muſt be content with them, 
without receiving any thing from dhe ocher 
two Gameſters. 

If many Beaſtes were made ii in ohe Deal, 
which by Conſent, or by him who made 
the laſt Beaſte, are put together, this j but 
one Stake, and he who wins the Fo Hall 
have it made up double to EY che other 
my as was Rn before. | | 
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30 The Coun T GAMESTER. 
It is very difficult to win the Vole, and 
therefore it ſhould never be undertaken but 
upon a very good Title; for he who once 
engages in it is obliged to go forward. 
When the Ombre has won his five Tricks, 
and plays down one Card more, without 
ſaying any thing, he engages for the Vole; 
in this Caſe his two Adverſaries have their 
Liberty of ſhewing each other their Game, 
1 and conſulting how to defend it. 
If he who undertakes the Vole ſhould mil: 
carry, the, other Two ſhall divide between 
them what lies upon the Board, but he {hal 
pay them nothing; on the -cantrary,. if he 
plays Saw-prenudre,- or has Matadares in hi 
Hand, hes to be paid for them, though li 
does not take up any thing. 
What I have ſaid concerning the Advan 
tage of winning the Yole, is not always fixed 
- for ſometimes it is a great deal mort 3 but 
that depends upon the Humour of the Game 
. Kers, and according 1 vos Werd to ĩt beſon 


* Play. 
ele 2 Of 4 Continuaace of the Game. 


XN Sd Game requires 2 great deal 0 
Application, it is neceſſary to 
Jome Limits to the Continuance of the Play 
therefore the Gameſters generally agree be 
 forchand how many Tours or Stakes the 

7 WI 
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 *©"®OMBRE, by TRREE. 31 

will play for, as ten, twenty, thirty forty, 

more or leſs: Aſter which, if any of them 

ede diſpoſed to leave off, he may throw up 
the Cards without Offence. 

Every Stake you play, you ſet afide a 
Counter to mark the Tours, and ſo on, till 
they amount to the Number you agreed to 
play; but you muſt obſerve that a Codille is 
not to be marked as one. 

After you have played your Number of 
Tours, you may go on to the firſt Beaſte, 
and this is often practiſed; but if any of the 
Gameſters ſhould refuſe this his, Fer buen o 
Reuſon to complain of him. 

If one of the Gameflers thre? Peeviſtmeſs, 
voor: any other Cauſe, ſuould throw up the 
Cards, before the Tours agreed upon are 
= out, he is obliged to pay; not only 

is own Eolmgs, bur-likewiſe what her 
of the others loſe, and the Cards. 

Theſe Rules are always reattifed among 
Perſons of Honour; but when a Man finds 
himſelf engaged with two Sharpers, it will 
be no Wonder if he meets with other  Uinge. 


| The different Game that may be Played, 


| te NG. puzzles Beginners 90 
much as to * when they may ven- 
ture to play, and when they ſhould paſi. To 
remove this Doubt as much as we can, I have 

C4 | marked 
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marked down here all the ſmall Games which 
a Man may venture to play. 

The general Rule is, that to_ undertake 
the Game, a Man ſhould have three ſure 
Tricks; for the moſt that can be expected 
from taking in three or four Cards, is to 
win two Tricks more; and, as I have be- 
fore obſerved, for the generality vau muſt 
have five Tricks to win. 

But when a Man is perfect Maſter of the 
Game, and can by his Addreſs manage it ſo 
as to divide the Tricks between his Adver- 
faries, he may venture to play a bold Game, 
Here follows a Detail of the ſmalleſt 
Games. that can be play ed: We will begin 
with the Black fort, Clubs and Spades ;. =; 
ſhould firſt obſerve to you, that with the 3 
Matadores you are always to play in any 
Colour, therefore 1 it i is e to ank them 
down as a . „ 


Pm GO > 


SS kn om tia Com 


F * 311 1s 
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Gauz ES which. may be ver in a Bac CK, 


Manille, the Duce. Spadille —. Spa des 
Baſto, Ace of Clubs. Baſto, Ace of Clubs. 
King. Ax. | 


A ſmall Poms 14 {mall Trump. 


Sen 


7 f . #4 * » 5 | 
5 & £4 * 5.4 a 
- „ LEY III. 


III. 
Manile, the Duce. 


A Foal T | Trump. | 
Spadille, Ace of Spades 
9 Ace _ Clubs.” 


VII. 


Baſto, Ace of Clubs. 


Ling. 


; 1 
* * 
, 1 
$ 1 7 'D | 
| even - % ig * 
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podle, Ace of Spades | 


I Quten. FD O13 


33 
M 40400 nl 
es | Spit Aco of Spades 
anille, the Duce. * 
1 Trumßp 
2 Trum ps. 2 1 12 D 


a ee the Duce: (i. 
Bafto, Ace of Clubs. 
25 1 
1 Trump: 
2 ep 
VIII. 


Manille, the Duce. 
| Ang, + 


. OY 4 * "1 4 & E. : 

Queen. ASME > 1+ 534443 2 
1 2 ; 

| Knave. — 55 


| SD AT; N ni 
Aan, the Duce. 


| Baſto, Ace of Clubs. 


_ Sven. 
, Four. ' $22 $32 0 wing 
2 XI. XII. 1 
D  Spadille, Ac of 97 


Ling. 


t | Five. SE 4 N 
Seven, | Four. | 5 A 
5 dix. 4 1 Three. fs FH * 
If Fipe. 4 «Ka A 

A C 5 There 
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There are many other Ways of- Playing the 
Cards, but it 8 impoſſible to enumerate all: 
However, | by theſe you may judge what 
Games you may venture to go upon. 

Take Notice, that all the Cards I name 
muſt be | of the a Colour Except the 
.:sQbſervye, that a King 18 never to be put 
out, tho' of a different Colour, and it is 
held to be better than a ſmall Trump. 


© n which ys 1 ae in R E D. 
4A Bf t * 3 
"ll. oy 
| Spadille, Ace of Spades | Baſt, Ace of Clubs, 
Manille, the Seven. | Manille, the Seven. 
Punto, Ace of Trumps Punto, Ace of Trump 


in Red. i T ung,” 

A Trump. Boy LE Þ an | 
r 

III. nd Be Iv. 
Sp ille, Ace of Spades Spadille, Ace of Spade 


Baſto, Ace of Clubs. | Manille, the Seven 
Punto, Ace of Trumps| King. 
. Tun. 5 Queen, 

Vo. . 
Spadllle, Ace of Spades Spadill, Ace of Spad 
Manille, the Seven. | Baſto, Ace of Clubs. 


Knave. King. 
bree. e 12 
A King. Knave, 


Baſte 


— 
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Baſo, Ace of Clubs. | Manille, the Seven. 
Punto, Ace of Trumps Punto, Ace of Tramp 


IAA een. 
. 29 : X. 

Manille, the Seven. Manilte, the Seven. 
Baſto, Ace of Clubs. | Baſto, Ace of Clubs. 


1g. | Knave. 
Queen, Dece. . 
1 Trump. 1 Three, 55 
= | ow: 


XI. 
Spadille, Ace of ads | Neve, The Directions | 
Baſto, Ace of Clubs. we have given for 


King. 1 Playing in Black, 
I Crump. 5 the ſame in 
A King. ES Red but wich this 


-| Difference, 

viz. As there are more Trumps in Red than in 
des Black, your Game ſhould be ſomething bet- 
en. ter when you play in Red, becauſe there are 
I more againſt you. 


Obſerve, that the "Games we ve mark 

ed here, are the ſmalleſt that can be played 
upon the Cards. There are an infinite Num- 
ber of good Games, which we think need- 
leſs to reckon up, becauſe we ſuppoſe no- 
i _ will heſitate at a good Hand. 
4 C 6 You 


i . 
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You ſhould obſerve likewiſe, that you muſt 
have a better Game when you are to play 
ſecond, than if you were to lead, or play 
laſt; for when you are thus hemmed in, 
you will find it very hard to diſengage your- 
ſelf, unleſs you have a good Game. This 


Diſadvantage you. will loon ind out .oy a 
little Play. 


Thus we have drawn you up a Set of 
Games that may be played with diſcarding ; 
now. we ſhall ſhew another Set, TRE way 


be played r N 5 
Games in BLA ck, which may be res. 
A e 7 | 
. 1. II. 


$padille, Ace of SR Spadille, Ace of Spades 
\ Manille, the Duce. Manille, the Duee. 
Baſto, Ace ap Clubs. | Queen, | 
King. Rab. 

1 Trump . | Two: Kings: 
A — 2 er -N 


=, Ju W. | 
Spadill Ace of Spades  Spadille, Ace of Spades 
Manille, the Duce. Manille, the Duce. 


Baſto, Ace of Clubs. Baſto, Ace of Clubs. 
King. Three — 
Two Kings, _ Renoutice, | 


- 
1 


| 
1 
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e | VI. ; 
1 Ace of Clubs. Aan, the Duke) 
Manille, the Duce. Baſto, Ace of Clubs. 
Queen. | King. 

s Have. I Three Trumps, | 

a Two Trumps. l Renounce. 1 - 
* 5 NY 1 85 | 75 1 

po 3 . e 

y Baſto, Ace of Clubs. i King. | ; E272 

1 ing. | Queen. | 
Queen. | Knave. 

„Krave. Seven. 

Leven. Six. 
Six. Five. : 
KI.. A King. 

les IX. | XX. 

I Spadille, Ace of Spades Manille, the Duce,” 
a—_— King. | 
Queen. | | Queen. , 
Six. Isen. 

Four. „ 
A Ning. IA King. 

des IA Nenounce. 

abs, 

Games 


3 The Count Ganzsras. 


ie 4 in Rx p, which may be played, 
Saue-prexdre; 


A. 

Spadille, Ace of Spades 
Manille, the Duce. 
Baſto, Ace of Clubs. 
3 Trumps. 
A King. 


| I. 
Spadille, Ace of Spades 

Manille, the Seven. 

Punto, Ace of T — 


VV. 
Baſto, Ace of Clubs. 
Punto, Ace of Trumps 
3 Trumps. 
A King. | 
A Queen guarded, 


"UM 
Spadille, Ace of Spades 


Manille, the Duce. 


Baſto, Ace of Clubs. 


King. 
1 Trump. 


4 King. 
AK 


— 


- 


IV. 
Manille, the Seven. 
Baſto, Ace of Clubs. 


Queen. 


 Knave, 
2 Trumps. 


| 8 


3 
Punto, Ace of Dia- 
monds. 

King. 


Queen. 


Knave, 
Duce. 


Three. 
Six. 


1A King. 


VII. 


ia- 


II. 


Punto, Ace of Trumps mon SE” 


KA 


- 
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Manille, the Seven. Spadille, Ace of Spades 
Baſto, Ace of Clubs. Punto, Ace of Dia- 


- 


3 Trumps. 


A Renounce, |: 


f 


A Good Player will venture to play up- 
on a weaker Game when he is to lead, or 
play laft, than when he is ſecond, as .I ob- 
ſerved before of Diſcarding. 7 

Now I have laid down every Rule of Om- 
bre; but notwithſtanding all my Directions, 
let a Perſon play with ever ſo much Judg- 
ment and Caution, he will often find him 
ſelf diſappointed in his Game z for Fortune 
will have a Hand in ſmall Things, as well 
as Great, ſo that it is not to be expect- 
ed that the beſt. Gameſters ſhall always win; 
you may loſe upon a very good Game, 
when all the Trumps that are againſt you 
fall into one Hand; on the contrary, when 

they happen to be divided, you may win a 
very ſmall Game, I once ſaw a very 
Player loſe a Game with four Matadores and 
three Kings: You will imagine the Cards 
muſt be very ſtrangely diſpoſed ; for it hap- 
pened' that the Eight Trumps which were 

$5. Ly ” againſt 
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againſt him (I ſay Eight, for he played in 
Red) were all in one Hand; fo that his 
Kings being all trumped, he won but four 
„ 

As frequent Diſputes are like to wi at 
Ombre, and People are ſeldom fatisfied with 
the Judgment of the Standers- by; I have ſub- 
joined a Table of all the Rules and Articles 
of the Game; which will decide Diſputes 
very impartially. 

I ſhall now ſpeak of the different Sorts of 


| Onbre. 


of La Eſpadilla por Pies; that i is, Force 
Spadille, or Eſpadille PRs 


HI S Manner of playing at PLES may 

be diverting enough where People do 
not play for any thing, becauſe Beaſtes happen 
almoſt continually, andthe Codille is © ben 
won when it is leaſt expected; but where 
People play for Money, it is quite different: 
For Ombre, which is a Game of Art and 
Judgment, when it is thus played, degene- 
rates into a Game of Chance; and Conduct 
can be of no Uſe to a good Player, who 


| finds Spadille in his Hand very ill attended. 


It is played like the Game at Ombre we 
babe deſcribed; every one ſpeaks in his 
Turn, and if all 2aſs, then he who has Spa- 
_ in Fe” Hand is * to play, let his 
2 Game 


— 
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Game he ever ſo bad; therefore when the 
others have paſſed, he has nothing to do but 
to name his Trump, and to diſcare. 
But he who has Spadille may paß, to 100 if 
ither of the other Two will put him out of 
his Pain, and Play; if they do not, he 
muſt Play, as is ſaid before. 0 


the Cards that are left muſt be examined; 
and if it be not in the Stock, it muſt be in 
ſome Hand: In this Caſe, he who has it, 
and did not own it, incurs a Beaſte, and the 
Deal is not to be played, becauſe the Cards 
Were ſeen. 
" & This isall that can be- faid of ahin abt of 
Ombre, which is ſeldom played for e 
0 xauſe. indeed 4 it W the Game. 1 


F 
W Garcaniuua, or Gasen. 
6 Mantle e! #58310 217 5: 
| IS: is ainewWay of playing abel 
jo is ſeldom practiſed but where 
1; eople play for Trifles. The Method of 
it is thus: When all have Paſſed, one Per- 
0 ſon declares to play Gaſcarille; then that 
> Ferſon lays out eight Cards, and after hav- 
ing taken in, and examined his Game, he 
e Inames the Trump of that Suit i in which he 
3 Is the W 


F 


Sometimes 


- 
'5 
* 


When all paß, and no- body Nan. Spadille, | 
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Sometimes he who plays Gaſcarille lay 
out all nine; and Gee that he w obli 
ged to lay out at leaſt eight. 1955 
It he wins his Game he is to receive three 
a- piece for Gaſcarille 3 if he loſes it, he pay. 
them three a · piece. 
He pays, or receives, for Matadore at 
at the other Games of Ombre. 5 10 


Of the Wan; 


*- H 1S is another odd Way of playing 
at Ombre, and feqms do be vente 
for Variety fake; it is thus 
When all have paſſed, one Gsclene to 
bay: the Num; that Perſon is 40 turn Y 
the Top-Card of the Stock, and what: 
Suit that happens to be of, is his Trump 
and he is obliged to abide by „ . 
Then he diſcards, and takes 1 in what Num 
ber he pleaſes, ie ne mul 
be one of the m. 

The Perſon who plays FEY if ke wits his 
Game, receives nothing for playing the 
en. nor pays any thing if he loſes it. 


Hie pays, or receives for rere 
at & racer] e of Ombev, y 
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T HE French, ever fond of Novelty, and 
equally. fickle in their Dreſs and Di- 
verſions, have inoculated feveral Cyons 
upon the Spaniſh Root of this Game of 
OMBRE. 

Qua ADRILLE, or Ombre by Fovs; 
no varies from Ombre, by Tun REE, in having 
all the 40 Cards dealt out. to each Perſon 
ten a· piece, thus: Twice Three, and once Faur; 
or once Hour, and twice Three, as the Dealer 
pleaſes; but the Cards muſt not he dealt out 
One and One, or Two and Tuo, as ſome 
raw Players irregularly practiſe. | 

If any Card whatever be turned, che Deal | 
is loſt, berauſe no e allowed in 
Mn 0 Rolli un pon bei the. Dua, 
the Dealer being only — to deal the 
Cards over again. Quadrille, in moſt Re- 

ſpects, follows the Laws and Rules of the 
other Kinds of Ombre, excepting one Varia- 
tion, called, Au Roy rendu, (the King given | 
up,) which is, that the Perſon who has the 
King that was called, is at Liberty to furren- 
der Majeſty to the * who in return 


muſt 
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muſt give him another Card out of hi 
Game, 

There are ſome Perſons who will play at 
this Branch of Ombre, by dealing out Te 
Cards a- piece, between Three, and this, in 
downright Irie Phraſeology, they call Tres. 
Banded-Quadrille; which in plain Englifo is 
Four. banded- Ombre played by Three Perſons, 
But this filly Manner rather deſerves ou 
Ridicule, than any other Notice. 

It is a Game of very little Entertainment, 
and eannot be at all agreeable to thoſe who 
underſtand three-handed Ombre: It is how: 
ever proper enough to give an Idea of the 
Game of Quaarille, to thoſe who! are deft- 
rous of learning it. 

This Game is Jifkdrantagedas to the on. 
bre, who has always two Adverſaries to con- 
tend with. It is ſeldom or never played, 
but when a Fourth to make a Match at the 
genuine Quadrille is wanting, the Laws and 
Kut of which it obſerves in all Points, 
except in the following Particulars which 
are peculiar Thad nt; 0 

I. To play this Game, no more chan thir- 
ty Cards are' uſed: One of che whole Ned 
"Suits" mult therefore be laid aſide, it -mat- 
ters not which of them; and the Omre, 
5 — he plays Sang prendre, or calls a 
King, muſt, to win, 6 Tricks; if he 
m | makes 
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QUADRILLE. 45 
akes but 5, it is Remiſe; and he loſes Co- 
lille, if he makes but 4, or leſs. | 
II. The Game is marked and payed- as at 
Ruadrille, but the Beaſte is of 14 et : 
o* there are but 13 down. 

III. He who plays by Calling. ry King, 
aving firſt named the Trump, Calls, or 
ndeed rather Demands, whatever King he 
dges moſt convenient for his Game; and 
e of his two Adverſaries who has it, is ob- 
ged to deliver it to him, and to take in 


ho eu thereof whatever Card the Receiver 
v. inks fir to give him, and which the third 
he layer is free to look upon; with this Aſ- 
li- Nſtance the Ombre muſt make fix Tricks, 


r loſe. The Law is the fame in regard to 
im who is forced to play with en the, 
n- Withers having paſſed. Ys | 

IV. It is not. ermitted to name for 
rumps the Suit that is laid out; for if that 
723 ſuffered, with Spadille alone, and Kings, 
Queens, Ge. any one might make the Vole, 


ter vene. 4 5 * 118 f 


re by Five, from whence Quadrille- has its 
riginal, It is very entertaining when well 
played. 


e the Defendants being able to oppoſe 


In every other Reſpect this Game follows 
he Laws of Ombre, to which Recourſe 
nuſt be had for all Accidents that may 
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We next come to Qui N 111 Uf, or On- 
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played. I ſhall give an Account ofthe Man. 
ner how this Game was played at firſt, and 
then proceed to the preſent New Method, 
as it is brought nearer to Quadrille, which is 
alſo rendred much more agreeable ang amu- 
ling than formerly. 
In playing the on QuviwTutLs, | no 
Fiſhes are given out: Each Player only takes 
20 or 30 Counters, which are valued at 5, 10, 
13, 20, or 30 Pence a- piece; in a Word, 
wWihat they pleaſe themſelves, according to 
the Agreement they make when they begi 
the Party. 

They draw the Places, and when they 
have ſeen who is to deal, every one lays 
down a Counter before bim, and has 8 Card 
dealt him, and no more, which is the uſual 
Way of dealing at this Game, there being no, 
Cards left, and by conſequence no Diſcari 
to be made. 4 

The Manner of ſpeakin and beginning 
to play, is the ſame as at uzarille, or On- 
bre played by Four; and to win, Five Trick : 
muſt he made. i 

"He who plays Sans prendre muſt name 
the Trump, and, to win, muſt make five 
Tricks: If he wins, he has two Counter 
paid him for the Sans. prendre, by each of the 
Defendants, and as much for each of the 


three Mataltores, if he had them ; but rar 
: a 


? 


2.UADRILLE. 
ell his eight Cards have been Sequents of 
atadores, he muſt expect no more. 
If ſeveral Beaſtes are at once upon the 
Board, and he who plays Sans-prendre makes 
he ole, he has no more than what is dawn, 
and two Counters from each of the Players. 
If there are only ſingle Stakes upon the 
Board, he who plays Sans- prendre and wins, 
of the. five Counters that are down, beſides 
is Due for the Sans-prexdre, draws only two 
F the, Counters, and by conſcquence there 
main three. e 
Whoever of the Players, except the young- | 
Hand of. all, plays, after having aſked, 
Does any body play: and is anſwered, No, 
ie muſt name the Trump, after which, he 
ay call to his Aﬀliſtance any: King, except 
at of Trumps. 
He who: has the. King which has been 
alled, aſſiſts the Ombre; and if between 
dem! they make five Tricks, they have joint- 
won, and the principal Player, that is, 
2 Qmbra,. takes up two of the three Coun- 
rs, and the Friend one. When the Counters 
appen to be even, they: equally divide them. 
It is Remiſe when A Ombre and the auxi- 
ary. King make but four Tricks between 
em: In ſuch caſe the firſt ebenen 
wnjareantd he e en n 


* 


* 


« 


ON 


| paſſed; the fifth, let him have ever ſo bad 
King to his Aſſiſtance, © 


five Counters down, each of the Three who 


one, it belongs to him who has the higheſt 
Trump; if two, the other is for him, of the 


the Number chances to be odd, the aux 
liary King has one. 


more to be divided by Reaſon of the Beaſt 
that have been made; in ſuch Caſe, the 
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They loſe Cadille, if they make but three, 
ad in this Caſe the other three Players have 
a Right to take up each of them one Counter 

The Laws of this five- handed Ombre ap- 
point, that the four eldeſt Hands having 


Game, is obliged to play, _— however 
If Codille is won, and there are how, of 


defended the Game are to take up one: By 
conſequence there are either one or two re. 
maining upon the Board. If there is bu 


two remaining Defendants, 5 Who has the 
next beſt Trum. 

If Codille is loft the firſt Time; * thre 
Defendants, who win it, take up, each of 
them, a Counter, and the remaining tu 
are to be played for in the following Deal. 

If the Ombre, having called a King, haf 
pens to win the Vole, he receives two Coun 
ters from each of ther Defendants; and 


It may ſometimes happen that there arc 


Ombre and the auxiliary King equally di 


vide the — z and if the Number is odd 


(excep 


bY 


elongs to the Ombre. 
In this FIVE handed Ombre, hs 1 un- 
ertakes to play for the Yole and miſcarries in 


othing to pay to the other Players. 
He who is beaſted, Jays down as many 
ounters as he ſhould have taken up, are he 
on the Game. N 

The Matadores are to r paß berg only 
hen they are found in one Hand, and the 
uxiliary-King has no Share in that Payment 
hen they were in the Ones 80 er to 
hom they are to be paid. . 

If, on the contrary, they are in the Kurt 
y- King s Hand, they are to be payed to 
m; but if the Ombre and the Friend are 
fed, he of the two, who had the Mata- 
es in his Hand, is to pay them to the reſt, 
cept to his Fellow-Loſer. This Law is 
be underſtood in the ſame Senſe when 
y win jointly. | 


all the while in Pain, and at a Loſs to 
ow what he has to do, and very often 


igining he does! it to his Friend. 


: TIES 4 i: *f1 
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lexcept in Caſe of the Vole) the odd one, 


is Enterprize, incurs no Penalty, having 
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The pleaſanteſt hoe ok diverting Part 
this Game, is, Concealing the King the 
bre has called; inaſmuch as the Ombre 


es the Advantage to his Adverfaries, 


——ů— 
_ 2 
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Cards x muſt _ by hated, and dealt. Over 


Laws of Quagrille, The firſt Thipg we an 


that they are wholly contrary to = old Ma 
ner of playing this Game, 


each Fiſp, the Places drawn, and when it 


4 at a Time, nor muſt he deal any ti 


For laſing Deal there is no . z thei 


eee 


Theſe ; are e the Rules of the 0 LD Quin 
We next come to the N x w 2uiwille, whid 
is now brought as near as poſſible to th 


to take Notice of, in laying down the Rula 
of the New Quintille is, that it follows the 
Laws of Quagrille in every Point, excey 
where there is a Neceſſity. of deviating fro 
them. So that it ſhall ſuffice, with the Law 
which are peculiar to it, to mention ſon 
Rules abſtracted from Quadrille, by Reaſp 


The Stakes, Marking, and Paying t 
Game, are the ſame as at Quadrille. 
When you have agreed upon the Value ( 


known who muſt deal, the Dealer is to ſta. 
down one Fiſb, and each of the others off. 
Counter for the Game, after which the Death... 
having cauſed the Cards to be cut by 2 
left-hand Man, is to give 8 Cards a- pie ter. 
in; 
Way Ye er 

The Cards, being dealt, every one is = 


ſpeak in his Turn, beginning at the 44h. 


Hand. If any one has a Hand to be pla 
5 q : vil. 
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rith the Aſſiſtance of a King, he is to ask 
be Queſtion, ſaying, Does any Body play? 
If he is anſwered in the Negative, he is to 
ame the Trump and call a King, who, in 

-onjunCtion with him, to win, muſt make 
Tricks; ; and they loſe it by Remiſe if 
hey make but four, yan © Codille, ib they 
make leſs, 


and the Matadores, in caſe they had them; 

and if they loſe, they equally pay the Re- 
wards, and Matadores, if they had them, 
rhether wy are beaſted by 2 or Re- 
ie. 
Obſerve that there 1s no mention made 
di paying the Game, as at Quadrille; be- 
auſe we ſaid at firft, that every one muſt 
take down, and by Conſequence thoſe who 


Onbre alone, or with the Help of a King 
or the Defendants if they won Codille. 

The Beaſte, and whatever elſe is to be 
aid, is done one half by the Ombre, 'and 
he other by the King his Ally; if in the 
Payment there happens to be an odd Coun- 
ter, the Ombre is to pay it; as in the Win- 
ings they divide equally, and the odd Coun- 
er falls to the Ombre's Share. | 
This Game is not ſo rigorous rowarda 
= Ombre as Quadrille, ſince he can never 
A alone when he calls a Ning, even 8 

| D2 1 


If they win, they are paid the Rowiands: 


vin muſt draw the Stakes, whether the 
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if he makes but one Trick,but the Auxiliary 
| King is always to contribute one half. 

If all the five Players have paſſed, and he 
who has Spadille, is obliged to play, calling 

a King, he follows all the Laws of thoſe, 
who play voluntarily. 

In Regard to playing Sans re; 5 the 
Laws of 2uadrille are to be obſeryed in all 
Points; the other four Players being united 
| againſt him who plays Sans-prendre z who, 


to win, mult alone make 5 Tricks; being 


beaſted by Remiſe, if he makes but 4, and by 
Coaille if leſs than 4. 
When he who plays Sans- prendre, or 
calls a King he has in his own Hand, loſe 
Codille, the four Players his Adverſaries di 
vide amongſt them what was played for; 
and if there are any odd Counters, as it often 
happens, He of the four, who had the higheſ 
Trump takes up dne, the ſecond is for Him 
of the three others, who had the next bell 
Trump; and if there are 3 odd Counters, 
the third is for Him of the remaining tu 
who had the beſt Trump; but in Caſe they 
had neither of them any ToumnS4 at all, it l 
let alone till the next Deal. 
Ihe firſt Beaſte is always of 15 Counters, 

the ſecond of 45, except the Game, in whicl 
the firſt Beaſte was made, was won by Codiile; 
in which Caſe the ſecond is but of 30. 
either Caſe you muſt add the Number wy 
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for each Beaſte, according as they are made. 

The Matadores are paid all one as they 
are at Quadrille ; it is indifferent whether 
they are all in the Ombre's Hand, or whe- 
ther divided -between him and the King his 
Ally, they part what is paid for the Mata- 
dores, as well as the reſt of the Winnings. | 

The Vole is likewiſe paid, according as 
has been at firſt agreed upon, to thoſe, who 
win itz and thoſe, who jointly make it, are 
jointly to divide the Gain. 

There is' no Riſque in undertaking the 
Vole, there being no Penalty for thoſe who 
undertake and miſs i it; nor is there any for 
thoſe, who, undertaking to play, make 
the Devole that is, are ſammed by not 
inning one Trick, as it ſometimes happens; 
they are only obli ged equally to pay the 
Vole to their Adverſaries; ſtill obſerving that 
the odd Counter, as it belongs to the Ombre, 
q = .wins, muſt be paid by him when he 
oſes. 

He who calls a King, and makes not one 
rick muſt be beaſted alone, provided that 
he Auxiliary-King makes any; but if he 
ikewiſe makes none, the Beaſte muſt be equal- 
ly paid between them. 
The Yole draws no more than what was 
layed for; the Cards are cleared by a cer- 
lain Number .of Counters, as has been at 
„55 + 


a r = . 7 


= 1 * — BR ay "is; 4 * 5 - 
3 i 2 A * 4 N — 0 e * : 
e N 5 * — VE "ne "07 
* A ALL 2 5 > > ne - 6 
- 75 W 4, — * So 2 4 LS 5 ne * 3 * — LIE c 


— 9, at - hve patty 
_— 23232 
8 de. 


\ 


z 


= * 4 ae 
e ' „ A at I” A : <> — oe 
— . . ̃ ᷣ ̃ Sl AC ²⁵— A 5 - ay 
r N * A ˙ ge 0 Ss 1 rt OW 7. "= 
— 3 - 5 * 7 * 2 ad, * 1 


* 
8 
——9— 4 
ft A 4 - 
Tie 
$30 as. 3 A * - 7 . [ > ©" ? 5 
1 2 „ re * n — * 5 2 * r 7 © 2 —_— 
19 4, we Frans "A+ 8 — of — —— AR — — we. = . — RT 
4 - 3 22 . 7 8 » g. J 8  o& . ih - b 
"I * 1 S 88 8 ” N — — ZS 
£ 1 . xe wo 3s — r A. ty G 


= 
— 4 
RN. — + 


— 
— 9 &r 9 


be. — — % <4 
"72 


ge. 32 
— 2 — 


il * thy 
« 2 
by * 
7 3 * 
— * SY 
r + 8 75 
r 
— ea 


8 8 
eee 


1 
5 
2 25 
= 
= 18 
7 17 5 
x Ex 
8 #4 
3 198 
F334 
; / £2 
Ld - 3% of 
* 4 
4 * 
_ 
+ 3. 
=. 
o » 
; * 
2 
* 
* 
Br 
bo * 5 
I 1 
1 F 
5 7 
© EIS 
: i 
* +4 
i y 11 
* 1 
8 
Y 8 12 
—_— - 2 7 
I . 1 * 
£ 3 „ 
F 1 © i& 
＋ 15 ; 
x 3 
1 
F . $7 * | 
2 708 
„ ' . 7 
, 1 
' [2 75 
2 5 1 
7 1 1 4 
_—_ 4 + 
2 #Y 
— 
. ns 1 2 
1 * ** 
1 ; b 15 
1 
LEES »_ 
- 1 1 4 
_ 
» 
, JI 
* N 
1 
7 ve 8 
1 * E. T, 
C 2 . 4 
7 3 + þ -- Y 
k. — $4 25 
> - 1 3 
+7 S685 
34 8 
5 17 >* 1 
LE- 15 84 
_— 1 
5 * * 
n 
x 
5 I'S 
3 ® 
1 1 
po 1 
3 
Ly + 
5 o 


54 The CouxT GAMESTER. 
firſt agreed upon, to be paid by each 
Player. 

As to the Renounce, ad all the ret, ex. 
cept in the foregoing Particulars, the Rules 
and Laws of Quadrille are obſerved, 

It is the beſt Way for the Ombre to trump 
about as foon as he can, and likewiſe for 
the Friend, when the King that was calle 
hag appeared, or even before, if he can, 'th: 
better to accommodate the Ombre's Game, 
that” his Kings may paſs, which otherwik 
run the Hazard of being trumped, 

Theſe Rules, make New Quintille much 
more entertaining than the Old Way of play 
ing it, which is now. quite out of Uſe, except 
in ſome petit French Provinces, where they 
likewiſe play Quadrille, almoſt after ths 
lame Manner. 


New Deciſions upon the Diflcat Point 
and Incidents in happen at 
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2 ADRILLE, I 
H ES E new Decifions contain onlf © 
Part of the Laws of Quadrille, and arÞ 
hither unpleaſant, or unneceſſary, becaul * 
they ſhew the Reaſon of their Inſtitution. Il 
1. Of the Deal.) If in Dealing, any Carc : 
happens to be faced, the Deal is loſt, Thi J 
'Reafon is, that it is neither juſt nor equi - 


table * any of the Players ſhould lie ur 


de 


New Deciſions on Quadrille., x5 = 
der the. diſadvantage of having one of his 
Cards known, which may prove prejudi- 
cial, whether he plays Sans-prendre, with 
an Auxiliary-King, or defends the Stake, 
Beſides, the Law would not be equal, if 
a faced Card belonging to one Player ſhould 
be received, and the Deal paſs for Good, 
when, at he fame Time, if a ſecond ſhould 
come to another of the Players, and a 
third to another, the Deal would be repated: 
falſe, and would paſs for nothing; and 
yet this fecond or third faced Card dealt to 
different Players, could produce no other 
Effects to their Game, than the firſt faced 
Card would do to his, to whom it had been 
by dealt, So, by Conſequence, if fer two or 

three faced Cards occurring in a Deal, tho 
in different Hands, the Deal is counted foul, 
it is very reaſonable that it ſhould be like- 
0 viſe counted fo, when there is one faced Card. 

Tt is not permitted to deal the Cards after 
any other Manner than by 4 and 3 at a Time,. 
tho* ſome Players erroneouſly pretend that 
every Player is at Liberty to deal as he 
pleaſes; for ſince this Game follows, as 
near as poſſible, the Laws of Ou BRE, at 
which Game the Cards are not to be dealt 
any otherwiſe than 3 at a Time, it is not 
Thi juſt to deviate from that L aw, which has 
nothing in it but what is very reaſonable, 
and which is directly — to the Abuſes 
D 4 which 
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which might be introduced, had every one 
the Liberty of Dealing according to his; 
Fancy, by ſome ſharping Players, thro' the 
Knowledge they might have of the Card ; 
by marki them. | | 245 » 
BY E 1 1 1 
et bod of Calling.) As the Opi. k 
: ayers, who are r Having p 
- Him, who has the four Kings in His Hand, 
paſs, except he will play Sans-prendre, is a: 
repugnant and contrary to the Liberty off 
Quadrille; and it is but reaſonable that i: Ml hi 


ſhould be free for him to play, either cal. 
ling a Queen, or one of his own Kings; it re 
being generally received, that he who is 
unwilling to run the Hazard of Sans. prendre, ¶ th 
may call one of his wn Kings, or any Queen, ¶ tr; 
except That bf Trumds. 
. Obſerve that, to call a Queen, you mult a. 
have the four Kings; ſo that if you want the x; 
King of Trumps, notwithſtanding. you have th 
the other three, you are obliged either to call pr, 
one of thoſe Kings, or to paſs. Ina; 


III. The Manner of playing the Card.] 85 
As Penalties upon the Faults committed in 
all Games, are impoſed with no other ! 
View than to prevent the Abuſes, which ber 
might be introduced by ſharping, it has been Ine 
thought neceſſary to uſe Severity in Regardike 
to the following Particulars ; becauſe it 1 * unt 
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i no difficult Matter to abuſe them, if they 
were otherwiſe judged, or decided. 

He who draws from his Game a Card, 
and preſents it openly as if he was going to 
play it, is obliged ſo to do, if his retaining 
it can do the Game any Prejudice, or give any 
Knowledge or Intimation to the Friend, el- 
pecially if it is a Matadore. 

This Caſe equally regards the Defendants 
as well as the Ombre and the Friend, 

He who plays Sans-prendre, or has called 
his own King, is not ſubject to this Law, by 
Reaſon that by diſcovering his Card he can 
reap no Advantage. 


He, who, not being eldeſt Hand, and has 
the King, which the Ombre called, ſhall 


tramp about with Spadille, Manille, or Baſto, 
or: ſhall even lead out the King, which was 


called, to -give Intelligence that he is the 


Friend, having other Kings in his Hand 
that he fears the Ombre ſhould trump, cannot 
pretend to lay the leaſt Claim to the Vole; 


nay, and in Caſe any indirect Meaning ap- 


pears in his i ſo _ he . to be 
Beaſted. 


IV. Of 11 takes and Accidents.) The Li- 
berty allowed in Quadrille, of looking over 
tne Tricks each Player has before him, to 
ke what has been played, may cauſe a Fault 
in two of the Players at once, the one in 
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committing, and the other in oceaſtoning it; 
which has occaſioned that Point to have been 
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decided after the following Manner: 

He, who, inſtead of turning up the Tricks 
of any one of the Players, ſhall turn up-his 
Game, which may be laid down before him, 
and fhall look upon it, or cauſe it to, be' ſeen 
by the other Players, ſhall be Beaſted; to- 
gether with him, whoſe Game he has diſco- 
vered, each paying half the Beafte ; the one 
paying for his Miſtake and little Attention, 
and the other for his Negligence in leaving his 
Cards upon the the Board, when he onght to 
have kept them in his Hand till the Deal 
was played out. The Eſtabliſhment of this 
Eaw is by ſo much the more equitable, be- 
cauſe it prevents ſeveral Abuſes. Firſt, the 
Snares and Baits, which might be laid for 
Thoſe, who want to count the Cards, by 
placing the Game near the Tricks on Purpoſe 
to Entrap them, Secondly, the knaviſh Deſigns 
of ſuch, who, making as if they were going 
to ſee what had been played, ſhould turn up 
the Cards of the other Players, which by 


Chance or Neglect they might have laid 


down before them. 


V. Of Renounces,] He, who renounces, is 
not to be Beaſted, even ifthe Trick is taken 
off the Board, in Caſe he recolledts. and 
perceives it before the Trick is turned 2 
| ; j 


— a fo s At —— 
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by the Perſon who won it; but if it is turned 
down, he muſt be Deaſted. 


He is likewiſe Beaſted, if the Trick be 
covered with another Card by thy Perſon 
who won it; except he immediately recol- 


lects himſelf before the next Card is played 


in which Caſe he may recover his Card, and: 
muſt not be Beaſked. 

He does not renounce, who, having. FAS 
got the Trump, has been told by, any 
Body that the Trump is in ſuch a Suit, and- 
who, having none of the Card which is led, 
ſhall. trump it with one of that Suit he has. 
been told was Trumps; but he cannot take 
up his Card again, and the Trick muſt be- 
long to him, who won it; it being unjuſt to: 
puniſh Honeſty after the fame Manner as. 


ene would Knavery, or what might look. 


like fuch. 
He who, without aking what is Trumps, 


hall trump with a Card, which is not ſo, 


and ſhall have turned down the Trick, muſt. 
be Beaſted, if it appears, or may be ſuſpected, 
that he did it with a fraudulent Deſign. 

He who renounces ſeveral. Times in:one- 
Deal, if it is not perceived till after the 
Tricks are turned down upon the Board, 
is to be Beaſted but once; but if after he has. 
been made ſenſible of the firſt, he is ſtill. 
ſnewed a ſecond; and then a third; he muſt 


de * for every _— he made, and? 
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. he muſt take up all his Cards and play them 
over again, as they ought to be played; 


and the other Players muſt obſerve to play 


their Cards as they played them On: 


VI. Of the Faults: of 4 jeovering one's 
Game.) The Fault of diſcovering one's Game 
is not the leſs conſiderable for its being com- 
mon, ſince the Toleration thereob * 
introduce many Abuſes. 

It is not therefore permitted either to 
Thoſe, who- undertake to play, or to thoſe 
who. defend the Stake, to diſcover their 


Cards before the Game is won, by Reaſon 


that the Friend of him, who has ſhewed his 


Cards, may make his Advantage of it. 


So that he, who does it, muſt be Beaſted, 
This Caſe does not regard him, who 


plays Sans-prendre, or who has called his 


own King, becauſe his Game can be favour'd 
by none. 

Thoſe, who defend he Stake: tho' they 
have made fix Tricks, are not to expole 
their Cards, but to continue playing till 
the laſt, to ſee whether the Ombre can 


win his three Tricks to void _ Beaſted 


VII. 07 he! anne Aan Ie: is not 
Abbe at Quadrille to ſpeak at all, not 
even to ſay, 1 vat 1s the King; ſince the Perſon 
9 1 ” who 
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who is to play next, either ought to know 


That, or may find it out by the T ricks a- 


ready made; Neither ought any one to ſay, 
ſuch, - or ſuch Cards have been trumped; even 
he, who is to play, muſt not aſk it, but may 
took 1n the Tricks, enn have been 750 
before. F * 

„He, who fpeaks a Word in playing, to 
encourage his Friend, muſt not pretend to 
the Vole. 

He, who fays a Word to make him de- 
fiſt, muſt be beaſked 

k is not even permitted to ay, we have 
fox Tricks, 

The Liberty each Player has to 10 over 
the Tricks whenever: he pleaſes, ought to 
be underſtood only when his Turn comes to 
play, having no Occaſion to know what 
has paſt, but only when he 1 is to determine 
what he is to play. 


By this Means are prevented the Abuſes, 


which frequently happen, when he, whoſe - 
Turn to play is either paſt, or not come, 


counts ſuch and ſuch Suits ;” ' becauſe by fo 
doing, he determines him, who is in Suf- 


pence, whether to play ibis, or that Card; | 


and beſides the Prejudice it may do the Game, 


it is än and does not look: well o 
to. do. 2 cot 
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VIII. Of the Beaſte.] There is no Time 
preſcribed when the Beaſte is not to be for- 
feited 3 it may be demanded ſeveral Deal: 
after, if he, who won it can prove that he 
won it in the ſame Deal, wherein it naturally . 
ſhould have been played for; but it is not Ml; 
ſo of the Miſtakes that may have been made Ml ; 
in reckoning the Beaſtes. As for Example; MW ; 
if a Beaſte, which ſhould have been counted 7 
for 56 Counters, went but at 42, and he, who 
won it, has received them, without demand- c 
ing the Overplus of this Miſtake,” it muſt not e 
be paid if the next Deal has been played b 
out, to avoid the Confuſion ſuch Diſputes h 
might occaſion ; neither would it be Juſtice, 
ſince the Party runs no Hazard of doſing tl 
more than what he may win. . 0 

h 
4 
n 
1 


KN. 07 the Sans: prendre, and the Mata- 
dores.] The Sans-prendre and Matadores are 
to be demanded before the Cards are cut 
for = next Deal, otherwiſe wy are not to 
be | 
. has been nevertheleſs judged neceſſary > 
to make Exception to this Rule, to puniſh I n 
the Knavery of ſuch, who occaſion thoſe © 
that have a Right to demand this Due from , 
them, to loſe it by ſhuffling the Cards, and 
- cauſing them to be cut before they arc 


ware, and by Conſequence, before rags hi 
W 


Terms. 
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had demanded what they ought to have had 
| AS Winners. : 


If he, who phys Sans-prendre, either 
with, or without Matadores, has not receiv- 
ed from any one of the Players what he was 


to have had for winning the Game, he may 


notwithſtanding the Cards are cut, demand, 
together with the Rewards, Cc. the Sans 
prendre, and Matadores, if he had them. 

If he who played Sans-prendre, has not 
demanded it, and has himſelf gither cut or 
dealt the Cards, there is nothing due to him 
but the Stake and Rewards for the Game 
he won, ES f 

If he who played Sans-prendre, with 
the Matadores, demands thro” | Miſtake the 
one for the other, he muſt have nothing paid 
him, except he recollects himſelf before the 
Cards are cut; this Game requiring a for- 
mal Explication of every thing in its proper 

He who plays, calling a King, is not obli- 
ged to obferve this Diſtincton, becauſe there: 
being two of them concerned, either of them - 
may demand what is their Due before the 
Cards are cut; this Law only regarding thoſe, 
who play either Sans-prendre orygalls their 

He who, playing Sans-prendre, ſhews 
his Game, which he has fure in his Hand, 
without naming the Trump, is obliged 4 
Cs 5 P 
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play in the Suit, which one of his Adverſa- 
ries ſhall name. So having taken up his 
Cards again, he lets the eldeſt Hand play; 


to whom it belongs to name the — 
before he throws down his firſt Card; 


the Board with Spadille, or Baſto, without 
declaring: the Suit he plays in; this Game, 
as has been already N ee _—— an 
intire er | rele! 
FO 1 TS . 
IK. Of Forced a 1 When all the Play 
ers have paſſed, he, Who has Spadille, i 


having paſſed he has no good Game: and 


ſhould — be ſubject to the Laws of thoſe, 
who play of their own Accord, which 
obliges them either to win three Tricks, or 
be Beaſted alone. For this Reaſon he, who 
is forced to play by having Spadille, muſt 
not be Beaſres Ae; tho he ae but one 
SK! q 


XI. 0% the Share the Vole, ing the 
Devole.] Quadrille may very well admit of 
the Contre,, which ſome were about introduc- 
ing into Ombre, as uſed in the Game of 
La Bite (The Beaſte.) Thoſe therefore, who 
are willing to admit it ſhould. follow this 

RTE. | 

| He, 


if, being himſelf eldeſt . Hand, he Meads 


forced to play. It is to be preſumed "a 


by Conſequence Juſtice demands that he 


fs * 
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He, who would play Sans prendre, and 

engage himſelf to undertake the Vole, ſhould 
be ſuffered to play in Preference to him, 

| who, tho' he is to ſpeak before him, only 

offers to play ſimply A Prendre, or. without 

Calling. 

be. who having Jaya Sans-prendre, and 

undertaken. the Yole; but miſſed: it, muſt 

pay to every one of the Players the Forfeit 

of the Vole he has loſt, and muſt not be 

paid for Sans- prendre, Matadores if he had 

them, or the Rewards; nor muſt he even 

draw the State nor the Beaſtes that were 
played: for; but he muſt not be beaſted him 

ſelf except he loſt the Game; in which Caſe | 
he muſt pay all that is due for the Rewards, 

the Sans-prendre, the Pole, and the Mala | 
if he had them, 

As this 'is a Ciopunafinnca, which very 
rarely ha pens, there can be no great Haz- 
zard in admitting it. 

He, who is forced to play with Spadille, 
cannot pretend to the Vole, by Reaſon of 
the Advantage Spadille diſcovered may uſu 
cure him, 

The Auxiliary-King maſt bis appeared 
before there is any Right to undertake the 
Vole; otherwiſe, as no Riſque is run, ſo no 
Recompence is to be expected. 

He, who plays and wins no Tricks e 
the Devole, 9 ſlammed) which he muſt pay 


, 5 to 


* 
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Adverſary's Power to hinder him; but they 


what Card they pleaſe, to the End that he 
may make no Advantage of his having ſeen 


able before ſix Tricks are already won by 


V4 


to the two Defendants, and not to his Friend, 
left the Deſire of Gam ſhould induce the 
Friend to play againſt him, whom he ſhould 
aſſiſt, when the Game becomes deſperate. 
This Law, rigorous as it is, cannot well 
be too much ſo, ſince it tends to prevent 
playing upon low Games. | 
It is a. Rule generally received and approv- 
ed of, that Thoſe who difcover their Game, 
muſt not pretend to the Voile. Neverthe- 
leſs, if any one of the Players has in his 
Hand five or ſix ſure Tricks, and expoſes 
his Cards, ſaying that he undertakes the 
Vole, notwithſtanding his Friend is to play 
firſt, he is admitted without its being in his 


= 


are at Liberty to compel the Friend of him, 
who undertakes it, to lèad the Board with 
his Partner's Hand; but This is only allow: 


thoſe, who play; for if they have made /ir 
Tricks, none but he, who 1s to play next, 


has a Right to-undertake the Vole, or to de- + 
ſiſt, according to the ordinary Rules, Thus, tec 
has this Point been juſtly mitigated ;. becauſe I 3 
he, who ſhews his Game can, from ſo do- 
ing, reap no other Advantage than only f 


ſhortening the Length of the Deal; 2. . p 


* 
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yet ſentenced to have undertaken the Vole 


whether he makes it or not. 


This is all that concerns e 3 of 


Quadrille and Quintille. If any Difficulty 


or Diſpute ſhould ariſe, you are to follow 
the ſame Rules that are obſerved at Ombre 
played by Three or Four. Lal) 

Single Ombre, as playe yed between TW O o 


Ferſons only; is a Method of Play, that 


has very little in it diverting: Neverthelefs 
it ſometimes played, when a Third Perſon 
is wanting, and People do not know how 
otherwiſe to divert themſelves. It may be 
of ſome Uſe to teach Beginners how to diſcard 
and play the Cards. 

The Manner of Play, is exactly the ame 
with the other Ombre. 

Fir, You muſt take an entire Suit out 
of. the Pack, either Diamonds, or Hearts, 


it is indifferent which; then there will re- 


main 7. birty. 
You are to deal 8 Cards a. piece, begin- 


ning with 3 and 3, and laſt of all with 2 a- 


piece; when this is done, there will remain 
12 in the Stock, out of which the Onbre is 
to take as many as he pleaſes, the other may 
take the reſt, 

Whenthe Trump i is named, you are ail 
tor Matadores, and lay down for your 
Paſſes here as you do at Ombre with Threa 
and in eyery — it is juſt the ſame. oh 

oy 
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have explained; ſo that the following Terms 


Perience. 


1. IO go to the Bottom: That is, when 
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The Ombre is to win 5 Tricks to gain II 
the Stake: When the Tricks are divided 
by 4 a. piece, it is a Remiſe; if he who de. 
tends wins '5 Tricks, he wins Codille, 

To conculude, you are to take Notice 
that the general Rules of Oubre are the ſame, 
whether you play y the Game between Two, 
Three, Four, or Five Perſons, or Eſpadill 
Force, only with theſe Differences that we 


will ſer ve for All. 

I can only ſay, chap by theſe Direction 
any" Perſon may learn to play, but I cannot 
promiſe them that they ſhall play well, for 
that muſt depend op Genius and Ex. 


Now after all that is Ga; the Original 
Ombre by Three, is much more agreeable, 


than any of theſe: new _ with which the 
old Stock has been loaded. | 


TER Ms peculiar to the Game of OMBRE. 


he who takes in, next to the Ombre, 
aha ſo many Cards, that he does not 
leave 5 to him who is to take in laſt. 
II. The Baſto: is the Ace of Clubs, which 
is always the third Tn in whatſocyer 

a : -Suir you a 


III, 
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defend the Game againſt the Onbre wins 
the Stake. 


Spades, or Clubs, © 
The Diſcard : are the 'Carda laid out, 
which are always to be placed at the 
Right · hand of the Dealer. 
I. Spadille, or Eſpadille : is the Ace of 
Spades, which is always the firſt Trump, 
- whatever Suit we play. 
. Eſpadills Force, or Forced Eſpadille: : 
py when it is agreed before you begin, 


o play, if the reſt will not. | 

II. To force the Ombre: is, when he 
that plays before the Ombre plays a High 
Trump, ip order to force the Ombre to 
play a Higher to win it. 

IX. The Gano- is as much as to fay, Paſs 
* or leave it to me. 

Ombre: is not only the SU of the 
1 5 but alſo the Perſon who names 
The Trump and plays; for the Stake is 
called the Ombre. 

XI. Manille: is either the Duce in Black, 


or the Seven in Red, and i is always the 
ſecond Tram. 


m3 


_—_ 


— 


XII. 


III. The Codille: is when one of thoſe that 


IV. To name the Trump: 18 hes the 
Ombre ſays, I play in Hearis, Dianongs, 
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XII. Matadores: are the Three principal 
- Trumps ſo called, which are Spadille, 
Manille, and Baſto. 

XIII. Matadores Single: is when they are X 

to be paid ſingle; for Example, when 
you are to be paid but one Counter far ff X 
. 
XIV. Matadores Double: is hen you- agree 2 


co pay two a- piece for Matadores. 
XV. Falſe Matadores: Two Matadores with. 
out the Third, are ſo called, but are never 

paid. , 

XVI. Punto: is the Ace of Hearts, POD 

Hearts are Trumps; and the Ace of Di- 
-  monds, when Diamonds are Trumps. 

XVII. Sans prendre: is to play without I. 
Diſcarding, or taking any in. 5 ; 
XVIII. Sans. prendre Single: is when you 11 

are to receive but 3 Counters, for Playin h 

Sans-prendre, II. 
RIX. Sans prendre Double: is whe youll b 

agree to pay 6 for playing Sems-prendrelfff tt 

XX. Remiſe: is when the Ombre is Beaſted ir 
and no Body wins Codille. w 
XXI. Remiſe by Three: is when the Omni! © 

is Beaſted by your rn 3 Tricks III. 

as: piece. T 
XXII. To renounce : is when you As noi b) 
follow Suit, and have ſome of that Suit inf ag 
your Hand. fre 


XXII 


ö 
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XXIII. To make - Renounces : is when in 
Diſcarding, you lay out an entire Suit, to 
be able to trump a King. 


XXIV. Repueſia, Repoſte : is the ſame thing 
as Remiſe. 

XXV. The Stock: are the Cards ahi are 
left, which you. axe in n and Diſ- 
card others. 

XXVI. The Tours : are hs Manta of 


Deals you agree to play: But, remember 
thata Paſs or a Codille, | is not reckoned for 
a Ti our. 


The LAW S. relating to OMB R E. 
I. IF the Onbre forgets to name his Trump, 
and has looked at the Cards he took 
in, one of the others may name it for 
him. 
II. If the two Defendants ſhould i 
both together, and one name one, and 
the other another Suit, you muſt play 
in that Suit which was named by him 
who ſits upon the * of the 
N 
| III. When the Omire forgets to name his 
Trump, or names one Suit for another 
by Miſtake, he may take in his Diſcard 
again, provided, the Cards he took in 


from the Stock, are not mixed with the 
reſt of his Game, 


IV, 
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IV. Tho? the Ombre has ſeen his Cards, if 

he prevents the others, and names a Trump 
before them, it is good. : 

V. The Ombre muſt be very Exact in nam- 
ing his Trump, 

VI. You are not obliged to wh a Matadort 

upon a ſmall Trump, and may Renounce 

if you have not an inferior Trump. 

VII. A Superior Matadore forces an Infe- 
rior, if you have no other an to Lam 
to it. e 

VIII. You cannot Renounce hb any 
Trumps in your Hand, _ the three 
Maladore. 

IX. A Superior Matadore does not force an 
' Inferior, unleſs it leads. / 

X. Matadores are not to be paid, - unleis 

they are in the Hands of the Ombre. 

XI. You cannot demand to be paid for 
Matadores, or Sans=prenares, after. the 

Cards are cut for the next Deal. 

XII. There is no Time preſcribed for the 
Beaſte, and it may be taken while the 
next Deal is playing. 

XIII. The Cards muſt be dealt no way but 
by 3 and g. 

5 XIV. If one of the Black Aces be turned up 
in dealing, there muſt be a new Deal. 

XV. If the Card ſeen be any thing but 2 

. Black Ace, the Deal is I 


| 


XVI. 
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VI. Whether the Dealer, or another, 
turns up the Card, it: is the ſame Thing. 


XVII. If a great many Cards are turned up 
in dealing, they muſt be dealt again. 


cannot play. 

XIX. He that has but eight Cards dealt to 
him, cannot play. 

XX. He that has eight or ten Cards dealt 


that he has too many, or to few. . 
XXI. He that paſſes with ten Cards in his 
Hand, is not Beaſted; unleſs he has ſo 
many, after- he has taken in, when ano- 
| ther plays the Game. 
XXII. He that has ten Cards, may play 
Sans- prendre, if he did not deal; but one 
of the others is to draw a Card out of his 
Hand at hazard, 
XIIII. He that has but caſes Cards, may 
play- Sans-prendre with his eight Cards, 
if he gives Notice. 


XIV. If one of the Players turns up a 


Card of the Stock, and looks at it, he 
cannot play, but the others may. | 
XV. If he that has a ſure Game, and 


out naming his T rum he ma take u 
the Stake. i Fa a : 


XVI. He who names his Trump, with= 


out Br having aſked Leave, is obliged 
E 


VIII. He that has ten . dealt to him, 


to him, may play, if he gives Notice 


plays San- prendre, ſhews his Game with- +- 
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Tinley Sear prendre, let his ms be em 
o ba 

XXVII. If the youngeſt Hand names hi 
Trump without aſking Leave, he is no 
obliged to play Sans-prendre, if the othen 

have paſſed. 

X XVIII. If any Cards remain ho all han 
taken in, he who left them may ſee them; 
and if he does, the other may 
XXIX. If any of the others ſhould look x 

the Cards left, when he who left them did 
not, he is Beaſted. 
XXX. He that in taking in his Card 
ſhould take more than he laid out, is nc 
Beaſted, if he has not looked on then 
but he is obliged to put them back. 
XXXI. If he has mixed them with the 1 
of his Cards without ſeeing them, one 
the others ſhall draw out of his Carl 

— as many as he took above li 
XXXII. He who takes leſs than his Nun 

ber, may take the reſt at any time whi 

the Stock is upon the Table; but if th 
are all taken in, he muſt > wide as man 
as he wants from among the Diſcard. 
XXXIII. He that has none of the Suit th 
leads, is not obliged to play a Trump. 
XXXIV. He that plays out of his Tun 
is not Beafted, but it is reckoned b 


Pla 
8. 5 XXX 
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XXXV. If the Ombre ſees a Card in either 


upon the Boar 

XXXVI. Every one has the Liberty of ex- 
amining another's Trick, to ſes what is 
. i; 

XXVII. If he Pack be falſe, and it is 
found out in Playing, the Deal goes for 
nothing. 

IXXVIII. Tho? the Pack be falſe, if the 
Deal be played out, it is good. 

XXIX. He who Renounces is Beafted. 


i to take back his own Cards, and it is 
to be played over again, | tn a the 
Cards are not played our. 

LI. Several Beaftes made in one Deal, 
may be played off the next, 

LII. When there are ſeveral Beaftes upon 
the Board, the higheſt Brafte i 1s played off 
firſt, after the firſt Stake, 

LINE. He that can win four Tricks with- 
out calling Cana, ought not to call it. 
LIV. The Ombre is never to call Gano. 

LV. The .Ombre ought not to give up, 


without playing the Cards, let his Game 
be ever ſo bad. 


ly einher for = Stakes, or Paſſes, all 


ATC 
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of the others Hands, he cannot oblige him 
to play it; no Card is played, till it is 


L. When any one has renounced, every one 


LVI. When the Players ied reh 
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are obliged to mark equal with the higheſt; 

and the Beaſtes muſt be accordingly. 

XLVII. He that gains a Vole, wins twice 

as much as lies upon the Board, if ther 

be but one Beaſte. 

XLVIII. If there are many Beaftes, upon 
the Board, he takes all, and is to be pail 
no more. 

XLIX. If there are a great many. Beaſt 
which, by Conſent, or becauſe. they wer 
made in one Deal, are put —_ i 
he that wins the Yole ſhall be paid: 
much more. 

L. The Vole is undertaken, if after one h 
won his five Tricks, he plays down ant 
ther Card. 

II. If he who undertakes the Yale does n 

win it, the two others are to divide h 

twixt them what lies upon the Board. 
LII. When the Vole is undertaken, the ty 
who defend it may look in each othe 
Hands, the better to diſappoint it. 

LIII. If he who undertakes the Vole pl 
Sans-prendre, or has Matadores, he is Wt 
be paid for them if he ſaves his Bea our 
tho' he does not win the Nl... , 

LIV. A Codille won, is not marked od... 

Tour. T1 

LV. When à Number of Tours is agreed 
be played, he who will not play to 
End, ought to pay all that is loſt, 


8 — M——- t& CO 
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IVI He who diſcards and takes 1 in before 
his Turn, is Beaſted, if what he takes 1 in 
is mixed with his Game. | 
Thus have we given the Laws relating to 
Ombre (in all its Branches, either between 
2, 3, 4, or 5 Perſons) but cannot conclude 
his Article, without reciting Mr Pope's 


ing this Game between Belinda and her Two 
ights at Hampton- Court. 


BzxLINDA now, whom Thirſt of Fame invites, 
Barns to encounter Tuo advent'rous Knights 
At OuB RE fingly to decide their Doom, 
ind ſwells her Breaſt with Conqueſts yet to come. 
trait the Three Bands prepare in Arms to join; 
Each Band the Number of the ſacred Nine. 
boon as ſhe' ſpreads her Hand, th* Aerial Guard 
Deſcend, poke fit on each important Card : ;- 
Firſt Ariel perch'd upon a Matadore, 
hen each, according to the Rank they bore z 
for 9 yet mindfal of their antient Race, 
Are, as when Women, wond”rous fond of Place. 
Behold, four Kings in Majeſty rever'd, 
ith hoary Whiſkers, and a forky Beard: 
ad four fair Queens, whoſe Hands ſuſtain a Flower, 
13 Wh expreſſive Emblem of their ſofter Power, 
our Kae, in Garb ſuccinR, a truſty Band, 
ps on their Heads, and41alberds i in their Hand 3 
0 And party-colour'd Troops, a ſhining Train, 
Draw forth to Combat on the Velvet- Plain. 
The ſkilful Nymph reviews her Force with Care: 
ed Spades be Trumps ſhe ſaid; and Trumps they were. 
| Now move to War her fable Matadores, _ 
in ſhow like Leaders of the ſwarthy Mars. 


eautiful Deſcription of the Manner of play 


E 3 Spadilla 
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Spadillia firſt, unconquerable Lord! 92 
Led off two Captive Trumps, and ſwept the Board. 
s many more Mani/lia forc'd to yield, 
And march'd a Victor from the verdant Field. 
Him Bafto follow'd, but his Fate more hard, 
Gain'd but one Trump, and one P/ebeian Card. 
2 his broad Sabre next, a Chief in Vears, 
The hoary Majeſty of Spades appears; 
Puts — mandy Leg, to ebe reveal d; 
The reſt in many colour'd Robe conceal d. 
Phe Rebel: Lame, who dares his Prince engage, 
Proves the juſt Victim of his Royal Rage. | 
Ev'n mighty Pam, that Kings and Queens o'erthrew 
And mow'd down Armies in the Fights of Lue ; 
Sad Chance of War ! now, deſtitute of Aid, 
Falls undiſtinguiſh'd by the Victor Spade. 
- 'Thus far both Armies to Belinda yield: 
Now tothe Baron, Fate inclines the Field. 
His warlike Amazon her Hoſt invades, DO 
Th' imperial Conſort of the Queen of Saat. 
The Club's black Tyrant firſt her Victim dy'd, 
Spite of his haughty Mein and barb'rous Pride! 
What boots the Regal Circle on his Head, . 
His Giant:Limbs, in State unweildly ſpread ;. 
That long behind he trails his pompous Robe, 
And, of all Monarchs, only graſps the Globe. 
The Baron now his Diamonds pours apaces 
'Th' embroider'd King who ſhows but half his Face, 
And his refulgent Queen, with Powers combin'd, 
Of broken Troops an eaſy Conqueſt find. 
Clubs, Diamonds, Hearts, in wild Diſorder ſeen, 
With Throngs promiſcuous ſtrew the level Green. 
The Krave of Diamonds tries his wily Arts, 
And wins (O ſhameful.chance !) the Queen of Hearts r c 
At this, the Blood the Virgin's Cheeks forſook, ere 
A livid Paleneſs ſpreads o'er all her Look; TOE 
She ſees and trembles at th approaching III, 
Juſt in the Jaws of Ruin, and Codille. 
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And now (as oft in ſome diſtemper'd State) 

On one nice Trick depends the gen'ral Fate; 

An 4ce of Hearts ſteps forth: the King unſeen 
Lurk'd in her Hand, and mourn'd his captive Qzten 
He ſprings to Vengeance with an eager Pace, ; 
And falls like Thunder on the proftrate Ace. 

The Nymph exulting, fills with Shouts the Sky, 

The Walls, the Woods, and long Canals reply. 


 TheLaws of QuapriLLy, - 
. "Ti is not permitted to deal the Cards any 
otherwiſe than by 4 and 3, the Dealer 


Numbers he pleaſes. If in dealing there hap- 
pen to be one or more faced Cards, the Deal 
goes for nothing. 


othing. | 

III. If there chance to be two Cards of 
e ſame Sort, and it is perceived before the 
Deal 3 is played out, it is null; but if the Cards 
re all played, the Deal is good, as well as 
I thoſe. which may have preceded ir. 


ut is not to be Beaſted. 

V. If he who plays either Sant- prendre, 
r calling a King, names a Trump of a dif- 
rent Suit from that his game is in, or names 


uſt be the Trump. 


being at Liberty to begin with which of thoſe 


II. If the Pack of Cards has more or leſs 
han it ought to have, the Deal goes for 


IV. He who miſles Deal, muft , deal again 3 


vo ſeveral Suits, That which he firſt —_— 
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ſix Tricks. If he wins, it is all his own; and 
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VI. He who plays, muſt name the Trump 
U its proper Name; as he likewiſe muſt 
the King he calls. 

VII. He who has ſaid I paſs, muſt not 
be again admitted to play, except he plays h) 
Force, upon Account of his having Spadill, 

VIII. He who has aſked the Queſtion, 
and has Leave given him, is obliged to play, 

IX. He who has aſked to play, muſt not 
play Sans-prendre, —_ he is forced ſo 
to do. 

X. He who has aſked to play, may play 
Sans-prendre, in Preference to him, who force 
him to it. 

XI. He who has the Four Kings ma 
call the Queen of either of his Kings. 
XII. Neither the King nor Queen of the 
Suit, which is Trumps, muſt be called. 
XIII. He who has one, or ſeveral Kings, 
may call any King he has in his Hand; 
in ſuch Caſe, to win, he muſt make alone 


if he loſes, he pays all by himſelf. 

XIV. You muſt not demand Gano, 0 
your Friend; nor cauſe him, by any ind 
rect Means, -to favour you, 

XV. Every one ought to play in his 
Turn, but for having done otherwiſe, nc 
one muſt be . 


XVI 


— . 


The Laws of QUADRILLE. 8r 
XVI. He however, whoſe Turn it is not 
to play, having in his Hand the King the 
Ombre has called, and ſhall trump about with 
either Spadille, Manille, or Baſto, or ſhall 
even play down the King, which was called, 
to give Notice of his being the Friend, 
muſt not pretend to undertake the Vole; nay 
he muſt. be condemned to be Beaſted, if it 
appears that he did it with any fradulent 
Deſign. f | 

XVII. He who has drawn a Card from 
his Game, and preſented it openly in order 
co play it, is obliged fo to do, if retaining 

it may be either any Ways prejudicial to the 
came, or may give any Intimation to the 
Friend; and more particular if the Card is 
ea Matadore. He who plays Sans prendre, 
is not ſubject to this Law; nor is he, who 
„calls his own King. R | 
XVII. He who has none of that Suit of 
nel the Card that leads, is not obliged to trump 
na it; nor to throw a higher Card of the 
fame Suit upon it, if he has one. 17 


FP 


0 XIX. It is lawful to look upon every one's 
d Tricks to ſee what Cards have been played. 
XX. None ought to look upon the Tricks, 
hig nor to count aloud what has been played, 
no except when it is his Turn to play; but to 

let every one reckon for himſelf, 

XXI. He who inſtead of turning up the 

V Tricks before any one of the Players, ſhalk 
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turn up and difcover his Game, muſt be 
equally: Beaſted with him, whoſe Cards he 
haas ſo diſcovered, one paying one balf, and 
the other the like. 
XXII. He who renounces, yy be Beaſt 
as many Times as he has ſo done, if he is 
made ſenſihle of every Renounce he has made; 
but if the Cards are mixed, he is to pay but 
one Beafte, tho” he has made feveral Remownces, 
XXIII. To have renounced, the Trick 


_ muſt have been turned down; or he who 


renounced muſt have played his Card for the 
next Trick; otherwiſe he may recal his Card 
without incurring any Penalty. NY 

XXIV. If the Renounce 'prejadices the 
Game, and the Deal is not all played out, 
every one may take up his Cards, beginning 
at the Trick where the Renounce was made, 
and play them over-again z but if the De! 
has been all played out, the Cards may not 
de re- taken. 

XXV. He who having aſked what is 
Trumps, ſhall trump with a Card of that 
Suit he has been told was Trumps, tho' in 
Effect it is not ſo, muſt not be beaſted. 

XXVI. He who without having enquired 
what is Trumps, ſhall trump with a Card 
which is not Trumps, if he has taken up 
and turn'd down the Trick, muſt be beaſted. 


XXVII. 


The Laws of QUADRILLE. 83 
XXVII. He who ſhews his Game before 


= Deal is out, - muſt be Beafted except he | 


played Sans-prendre, 

XXVIII. Several Beeftes made in. one 
Deal ought to go all together; unleſs 1 has 
been otherwiſe agreed before. 


XXIX. The greateſt Braſtes ſhould be 


always firſt played for. 
XXX. None of the Three Matadores can 
be commanded down by an inferior Trump. 


XXXI. A fuperior Maladore forces 
| down an inferior, when it is played by the 


Leader. 
XNXNXIXII. A ſuperior Matadore does not 


command down an inferior, if it is played 


upon any other Trump that led the Board. 
XXIII. The Matadores and Sans- 
prendre cannot be demanded after the Cards 
are cut for the next Deal, except when 
they are deſignedly cut and dealt fo haftily 
that the Winner has not been allowed 
Time to demand his Due; in which Caſe, 
if he has not taken up the Stake, nor been 
paid the Rewards by any of the Players, he 
may lawfully demand the Sans- prendre and 
Maladores together with his other Dues ;; 
but if it was he himſeif, who either cut or 
dealt the Cards, he has no farther Right to 
demand them. 


XXXIV. If he who plays Sans · prendre 
with the Miatadares in his Hand, demands 
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Only one of them, he muſt receive only 
That, which he mentioned. 

XXXV. He who nies of Sans prendre, 
ſhall demand Mat adores, not having them; 
as likewiſe he, who ſhall demand Sans- prendre 
inſtead of Matadores, cannot compel the 
Players to pay him what is really his Due; 
this Game requiring a formal Explication 
of every Point in its proper Terms. He 
who plays with the Aſſiſtance of a King, 
has no Share in this Diſtinction. 
XXXVI. If one of the two Winners 
5 been paid for Matadores, the other may 
likewiſe rightfully claim Payment, not with · 
ſtanding they have not been demanded. | 

XXXVII. Matadores are only paid when 
they are in the Hands of the Ombre, or of 
the King his Ally, whether all in one Hand, 
or ſeparately in both, 

XXXVIII. He who plays Sans. prendre, 


u obliged to name his Trump, notwith- 


ſtanding he has a ſure Game in his Hand 
XXXIX. The Game, the Stake, the Re- 
ward, and the Beaſte have no fixed Time 
ſer for their Payment, but they may be 
demanded ſeveral Deals after. - 

XL. You cannot recover the Miſtakes, 
which may have been made in reckoning 
the Value of Beaſtes, after the Deal, wherein 
they were drawn, is over. 


XLI. 
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The Laws of QUADRILLE, 85 
XL. He, or they, who play and make 
all the Tricks, are to be payed what has been 
agreed upon for the Vol. 
XLII. The Yole does not draw the Beaftesy 
which were not played for. 

XLIII. He who undertakes the Vole, 
and does not make it, muſt pay as much as he 
would have received, had he won it. 

XLIV. The Vole is undertaken when, 54 
ter having made ſix Tricks, whether you —_ 
dans. prendre, or with the Aſſiſtance of a King, 
the Card is played down for the ſeventh Trick. 

XLV. When the Vole is once undertaken, 
there is no going back. 5 

XLVI. He who ſpeaks in the Game to 
encourage his Friend to undertake the Vale, 
cannot pretend to it. 

XLVII. He who ſays any T hing to in- 
duce him to ur 7 from undertaking 1 it, mult 
be Beaſted. 

XLVIII. It is not permitted to give No- 
tice to your Friend that you have made in 
Tricks. - 

XLIX. Thoſe who defend the. Stakes, 
muſt. not communicate their Game to each 
other, tho? the Vole is undertaken, nor muſt 
any one ſpeak the leaſt Word that concerns 
the Game. 

L. He, who is Forced to play with Spadille, 
annot have any Pretenſions to the Yole. 
LI. The Yole cannot be undertaken *cill the 
n King has appeared. LIE 
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LI. You may, in caſe the auxiliary King 
does not appear, continue playing *cill the 
very laſt Card, without incurring the Penalty 
of thoſe, who miſs making the Vole. - 

LIII. Thoſe who make the Vole, if the 
auxiliary King has not appeared, till the laſt 
Frick, muſt not be payed it, even tho” the 
I n of that Suit has made a Trick. 

IV. Thofe who having undertaken the 
Pole, miſs making it, are nevertheleſs to take 
up the Stakes, Beaftes, &c. that were played 
for, - and to be payed the Game, Rewards, 
Matadores, if they had them, and Sans-pren- 
dre, if ſo played. 

LV. Thoſe who admit the Centre i into the 
Game of Quadrille, muſt permit him, who 
offers to play ſo, before any other, who offers 
'only to ply Sans-prendre, even the Eldeſt 
Hand. 

LI. He who playing San. prendre, un- 
dertakes the Vole, and miſſes making it, muſt 
pay to each of his Opponents the Due for the 
Pele; nor is he to be payed either the San 
prendre or Matadores, if he had them, nor 
even the Rewards, nor the Game; neither 
does he draw the Stakes ; but he is not to be 
Beafted, except he loſes the Game ; in which 
Caſe, he muſt pay to each Player, befides the 
Forfeit of miſſing the Yole, what he was to 
have had for winning the Game, and be 


Be ed for as much as was layed for. 
* N LVII, Be 
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LVII. He who plays and does not make 
ties Tricks, is to be Beaſted alone, and muſt 
likewiſe pay alone all that is to be payed ; 
| and if he makes no Trick at all, he muſt, 
| beſides That, pay to his two Adverfaries the 
Vole, but not to his-Friend, leſt the Allure- 
ment of that Gain might intice the Friend, 
when he ſees the Game deſperate, or paſt Re- 
| covery, to play — him, whom he ought 
to defend. 

LVIII. When you play the Game called 
au Roy rendre ; or, the King furrendered, he 
to whom his King is furrendered, muſt, to 
win, make fix Tricks alone. As to all the 
reſt, he wins or loſes by himſelf. 

LIX. Whoever refuſes to play out the 
I Number of Tours agreed upon at firft, ought 
00 pay all the Lofings, and the Cards. 

LX. But in Caſe his Abſente is abſolutely 
required upon any important Occafion, the 
Party may be put off till another Opportu- 
nity, taking a Memorial of the n in 
which the Game was left. 


r 1 e eee 


AK E a Pack of Cards, and throw 
out all the Duces, Trays, Fours, Fives, 
and Sixes. You are to play with the reſt, 
vhich will amount to thirty- two, FOE 
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Or, you may buy Packs of Picquet: Cards 
at the Card-Makers, which contain no more 
than what are uſet. | 

After you have ſettled. what you play for, 

you are to agree how much ſhall make Up; 
for this is in the Choice of the Gameſters: 
The common way of playing it, is a Hun- 

dred Up; and this ſeems to be the beſt Game, 
becauſe a Re. Picque generally wins the Game. 
Ihe next Thing you are to do, is, to Cut 
who is to Deal; for you muſt obſerve, that 
at this Game the Dealer has a great Diſadvan- 
tage. He who ſhews the lowelt Card in cut- 
ting, is the Dealer. 

A Man may cut as many, or as few Cards 
as he pleaſes, provided it is more than one ; 
but one Card is no Cu. 

And if a Accident it ſhould happen, 
that in Cutting, ſome of the Cards 1 
drop out of your Hand, and ſome remain 


| 2 ( (which often falls out thro? haſte) you muſt 


take no Notice of the Cards 4 fall, but 
the Cut muſt be decided by that Card which 
remains in your Hand with the reſt. 

In reckoning up your Point, every Card 
is reckoned, for as much as it bears; as Ten 
for Ten, Nine for Nine, and ſo down to the 

Seven, which is the loweſt. Obſetve, that, 
an Ace is always reckoned for Eleven. 

You muſt obſerve alſo, that all Court- 
9 are reckoned for Ten. BR 

n 
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And. when you come to play the Cards, 
their Value is in the ſame Degree; as, the 
Ace wins the King, the King the Queen, 
and the Queen the Knave, the Knave the 
Ten, and ſo down. 1 
When the Deal is decided, the Dealer is 
to ſhuffle the Cards, and offer them to the 
other to be cut. 5 cr 
If in Cutting he ſhould ſcatter, or any ways, 
diſplace the Cards, they are to be ſhuffled 
and cut again. Cr 
If the Perſon who does not Deal has a 
Mind to ſhuffle the Cards, he may; but the 
| Dealer is to give them the laſt ShufffeQ. 
The Dealer may diſtribute the Cards, by 
4, by 3, or by 2 at a Time, as he pleaſes, 
till he has dealt 12 a- piece; but he muſt al- 
ways go thro? the Deal to the End, with the 
ſame Number as he begins. | 


But becauſe this changeable Way of Deal- _ 
ing ſometimes may give Offence, the Cards wid 
are generally dealt at this Game by 2 and 23 8 


and it ſeems beſt ſo. = = 

When the Dealer has done, he is to lay the 
Stock juſt in the Middle; when they come 
to examine their Game, if one of them 
ſhould find that he has not one Court- Card in 
his Hand, he is to declare that he has Carte- 
blanche : Then he is to tell how many Cards 
he will lay out, and deſire the other to diſcard, 


that he may ſhew him his Game. 
Ins hs When 
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When the other has diſcarded, he who has 
Carte-blanche, is to ſhew his Game upon the 
Table, that the other may be ſatisfied it is fo; 
then he is to reckon Ten for his Carte-blanche, 
and to diſcard, in order to play his Game: 
But he muſt lay out the fame Number of Cards 
he declared. 


The Carte Blanche is the firlt Thing reckon- 


Pips and therefore prevents a Pirque and Re- 
; 

When each has his Number of Cards, that 
is 12, there remains 8, which (as we ſaid be. 
fore) are to be laid in the Middle; then he, 
who is to play firſt, may take 5, which is a 
great Advantage, and leave but 3 to the 

Healer 

But he is not obliged totake 5, for that is 
to be at his Choice, or according to the Diſ- 


poſition of his Game; he may take in but 


2, 3. or 4, obſerving to di card Juſt the 
fame Number. 


When he takes leſs than 5, he may ſee the 


reſt of them, and lay them again upon the 
Stock. 

Then the other may take all that is left, or 
"what Number of them he. pleaſes, , obſerving 
to diſcard as many; he may alſo look on the 
Cards he leaves, and the other may likewiſe 
fee them, if he declares firſt what Card he 
_ lead, 


But 
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But take Notice, chat he is Dr 

the Card he hames. 

And if by Miſtake, or otherwiſe; he 
ſhould promiſe to lead a Card of a Suit which 
he had not in his Hand, he is obliged to play 
what Card the other ſhall appoint him. 

| Obſerve that both the Dealer and he tha 
leads, are obliged to me- at leaft _ let 
their Games be ever fo good, wer 
After both have diſcarded and taken m, the - 
eideſt Hand is to examine what Suit he has 
moſt Cards of; then he is to reckon how: 
many Points he has in that Suit, and afk the 
other if ſo many are good: If the other can» 
not reckon as many in that, or any other Suit, 
he tells one for every ten. An Example will 
make this plain. 

If the Eldeſt Hand has Ace, King, Queeny 
and Knave of any Suit, he aſks, Art 4 
good? (We told you before that an Ace was 
counted for 11, and every Court- Card for 10.) 
If the other cannot reckon up as many, ha 
is to tell 4 for them; ſo if he had 50, he is 
to tell 5 3 if 60, 6, and ſo on. 1 

But ſuppoſe 33 in either Hand mould be 
good, he who has them is to reckon as much 
as for 40, that is to fay; 43 and the ſame? 
for any Number betwixt 33, and 403 bur 
for any Number leſs than 5, nothing is reck- 
oned : As for 41, 42, 43, or 44, you reckon 
t but 43 ſo that by this you fee there is 2 
muc 
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much reckoned for 35, as for 40, viz. 4: 
The Rule is the ſame j in all N umbers betwixt 
30, 65, &c. „ 
He who reckons moſt i in this manner, is 
laid to win the Point; when the Point is over, 
each is to examine what Cards he has in his 
Hands of the ſame Suit, which are Sequents : 
Theſe are called, either Tierces, - Quartes, 
Duintes, Sexiemes, Septiemes, or Huitiemes, 
according to their Number and Value. 
Theſe. Words may ſound a little like con- 
juring, to Perſons who do not underſtand 
them; but they are only the French Terms, 
Which we make uſe of, becauſe Engliſb will 
not expreſs the ſame Thing in one Word. 
Firſt, a Tierce is when three Cards follow 
one another in Degrees of Value, as Ace, 
King, Queen; and are worth 3: If you add 
a Knave to theſe, it 18 called a 8 and is 
= worth 4; add a 10, and it is called a Quint; 
= a9, and it is called a Sexieme; a 7, and it 
T. called a Septieme; an 8, and it is called a 
Huitieme. 
The Word Ti terce is from 7 7015, three; 
Quart, from Quatre, four; Quint, or Quinze, 


tion we call it Kent, and the Word Sixiene, 
is the ſixteenth; Septieme, from Sept, ſeven; 

Huitieme, from Huit, eight. - .'-- 
Every Tierce is worth three Points, the 
Auen four, the Quintes fifteen, the Sixiems p 
wort 


fifteen : Tho? by a Corruption of Pronuncia- 


worth fixteen, the Septieme' ſeventeen 3 the 
Huilieme eighteen 3 ſo that the Signification 
of the Terms inſtru& you what theſe Things 
are worth, when you have them in your Hand. 
Tou muſt obſerve, that theſe Sequents of 
Cards muſt be of the ſame Suit, nen 
they are of no Value. 

Theſe Tierces, Quartes, Duintesr, 1 are 
diſtinguiſned in Dignity by the Cards they 
begin from; as for Example, Ace, King, 
and Queen, are called 93 terce-Major : King, 
| Queen, and; Knave, are called Tierce 10 4 
King ; ſo Knave, Ten and Nine, are called 
Perce to a Nuave; ſo every Quart, Quint, 
or Sixieme, that begins from an Ace, is called 
Quart, Quint, or Sixieme- Major: When they 


begin from another Card, they are named 


from that Card. 
Obſerve, that he who has the beſt: Tit Jerce, 


Nuart, Quint, &c. being that which takes 


its Deſcent from the beſt Card, though he has 
but one, and the other has many inferior, the 

beſt ſnall ſer all the others aſide, and render 
6 them of no Value. 


14 0 


: So if one Perſon has a Tieres; or Quart. 


— Major, and two or three inferior ones, the 

Tierce- Major ſhall make the ſmall ones 

For Example, if one has Tierce: Major, 

and a: Tierce of a Knave, and another to a 

Ten in his Hand, and the other has a Tierce 

ſo a Ween 3 ; he who has the 73 ierce- Major ſhall 
reckon 
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eckon not only That, but the two Small 
ones alſo, and the Tiarce 10 4: Queen i in the 
other Hand 1 is worth nothing. 

So a Quart in one Hand ſets aſide a Niere 
in another 3 and; ſo of the reſt; the Higheſt 
tenders the Loweſt good for nothing s and he 
who has a Sixieme in his Hand that is good, 

may reckon Tierces, or Quarias ; and if the 
other 1 Ruint at the ſame TING it is ſet 


And ſo it is a Semen,  Huitiems, &c. 
when you have one of Theſe good in you 
Hand, it gives a Value to all the reſt. 

When theſe are told, you are to examine 
how many Aces, Kings, Queens, Knaves, 
or Tens, you have in your Hand; but no 
Number leis than Three of any of theſe are 
good for any thing, but Three of any of 
theſe are worth Three: As for, the Nines, 
Eights, and Sevens, you are Slows! nothing 
for them. 

Obſerve, that the Cards are in che ſame 
Degree of Value here, as in every other Part 
of the Game; that is to ſay, the Aces are 
beft, then the Kinga, nn and Knaves, 
and laſt of all the Tens. ©: 4 

If one has in his Hand 3 Aces, 3 3 
and 3 Tens, and the other 3 Kings; he who 
has the Aces, ſhall tell all kis Th Throes, and 
= * are e for rr Thus, 

F among 
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among Cards, as well as Men, The Great 
overcomes the Small. 

He who has 4 Aces, 4 Kings, 4 Queens, 
4 Knaves, or 4 Tens, reckons 14, for them: 
And this is called a Nualorae, that is, pro- 
vided they are good. 

Four Aces muſt be always good, the reſt 
are goM but as it happens 3 4 Tens muſt be 
good, if the other has not 4 of any thing elſe. 
If there are 4 Knaves, or Tens, in one 
Hand, 3 Aces, or Kings, Sc. are not to be 
told in another Hand, 

Thus when by u have reckoned all your 
Game that is to told in Hand ; he, whoſe 
Right is to play firſt, begins to play down: 


5 LAY Card he plays — above the 
a 9, he tells 1 for : But for a 9, 
1 11 ſo downwards, he can reckon nothing; 

„en the higheſt Card of a Suit always wins 


the Tr ick. 
If two Cards of different Suits are played, 
hat which leads wins the Trick, tho? the firſt 
is but 2 7, and the laſt an Ace. 5 

Ic is not the Perſon that wins the Trick 
ho always reckons for it, and in ſome Caſes 
oth reckon 1, for the ſame. Trick J I ſhall 
tlain this Matter. 

If the Perſon who leads, plays a tent] 
ard, he reckons 1 for it as ſoon as v4 — 
don v if the other ee 
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thus they both reckon for the ſame Trick, 


with a 9, he reckons nothing; for, as I fal 
before, no Card under a 10 can count at thi 
Game : Nevertheleſs that Trick ſcqves to- 


he who plays laſt, never reckons for his Cari 


that he who wins the laſt Trick reckons 1 for 


2 for it. 


to count his Tricks; and he that has _ 
is to reckon 10 for winning the Cards: 


End of every Deal, till the Game is finiſhed. 


8 every Game you play. 


Number of Games, and to Deal alternate! 
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is higher, he wins it, and alſo reckons one; 


; I 


If the Leader plays an 8, or 7, he reckons [ 
nothing, and if the Follower ſhould win ſt 


wards winning of the Cards. 
But obſerve, that the Follower, that is 


unleſs he wins the Trick. 
And obſerve too, that there is one Excep 
tion to a Rule I laid down before, which iz, 


it, tho" it be won with a 9, 8, or 7; if! 
be won with a 10, or upwards, he reckon 


When the Cards are played out, each | 


they have T ricks Wm neither is to — 
any thing. 

When the Deal is s finiſhed, each is to mat 
up, what he got by the Deal; and ſo at th 


When the Game is at an End, you are 
cut again for the Deal, if you play on; an 


Sometimes it is agreed to play a certal 


10: the End of thoſe Games, As for Examp 
+l 


a 
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iz, When it happens that both Parties 
are within a few Points of being up, the Carte- 
anche is the firſt Thing that reckons. 

If there be no Ay the Point is 
he firſt Thing. 


, Quartes, Quints, &c, The next to thoſe 
o be reckoned, are the Threes, or Quator- 
5; as 3 Aces, or 4 e or Tens, 
Queens, or Kings. 

As for Inſtance, if both Parties ſhould by 
5 of the Game, and one has in his Hand 45, 
r 50, for Point; which we will ſuppoſe to 
x good; and the other a Quim, or a Qua- 
prze of Aces, he who has the Point wins the 
ame; becauſe, as I ſaid before, it is to be 
eckoned firſt ; and the reſt have the ſame 
reference according to their Ranks, as is 
lready ſhewn. 


If one be 99 of the Game, beſobe he plays 


tenth Card, tho he loſes the Trick. 

If the Parties are 99 each when they are to 
lay down, the Leader muſt win the Game, 
he plays a tenth Card; becauſe he tells 48 


jon as he plays down, the other cannot ill 
r the Trick! u Wwon. 
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The ſecond Thing is the Sequents, as Fr — 


own the firſt Card; he plays it up, if it be 
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his Error, and reckon 30 more for the Picgue 
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O, the REI CQUE. 


E who without 8 down, (that is, 
in Carte-blanche, Points, Quints, Qua. 
torzes, &c.) can reckon up 30 in Hand, 
when the other has reckoned nothing, reckons 
90 for them; and this is called a Repicque. 
If he can make up above 30 in Hand, be 


reckons as much above 9o; as if he has 32 


{ 
\ 
33, or 34 5 he reckons 92, 93, 94, and: 
ſo On. ( 


oe the Pregus, 


E who can make up 30, part in Hand 
H and part by Play, before che other h: 
told any Thing, reckons am for 60; an 
this is called a Picque. 
It muſt be obierved here, that hes i 
makes his 30, if he ſhould by — 
omit ſaying bo, and reckon only 30, and 
go on with 31, 32, and then playing th 
Cards out ſo, he ſhould afterwards recolle 


Nr 


be is not to loſe the Benefit of his Picgue. . 

But, if he has marked up his — 5 al 

the. Cards are cut, and diſtributing for ˖ 

Deal following, it is too late to re- call, 

his Game muſt ſtand as it i IS marked, 
2 


e the Ganz of Progynr. 99 


Of the Gave, 


E who wins all the Tricks, inſtead of 

reckoning 10, which is his Right for 

W winning the Cards, reckons 40, and this is 
called a Capot, 

I ould have obſerved before, that when- 
erer the Points, the Tierces, Quartes, or 
in, are equal in both Hands, neither is to 
reckon any Thing for them; tho? at other 
Games an Advantage in this Caſe is given to 
the firſt in Play, or the Eldeſt Hand. 


Accidents which happen at this G AM x, and 
' the Penalties which attend it, 


LIRST, if the Dealer by Miſtake, or 

otherwiſe, ſhould give a Card too many, 

r too few, it is at the Election of the Eldeſt 
Hand, eicher to play the Game, or make 
im deal again. 

If the Eldeſt, having 13 Cards dealt him, 
lolves to play (you muſt obſerve, there can 
but 7 Cards in the Stock, if the Dealer 
as his x2) in this Caſe he muft . out 5 
ds, and take in but 4. 

1 he plays when he bas but 11 Cards 
lt, he muft lay out a Card leſs than what 


«takes in. 
F 2 | And 
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in this Caſe the Cards muſt be dealt again, and 
neither have Power to hinder it. 


or 2uatorzes, in his Hand, and plays down 
à Card before he remembers to name it, loſes 


not name them before he plays down. 


remember to ſhew it before he plays down: 


them. 


the Dealer ſhall tell his Points, Tierces, Quart! 
© or YQuints, &c. tho? they are not ſo good 


Play s down to the Leader's Card, | others! 


And the Dealer is to do the ſame, if 11 
or 13 Cards fall into his Hand; but it is 
only in the Choice of the Eldeſt to play, or 


make him deal again. 


If one ſhould have 15, or but 9 Carl 


dealt him, which may happen when the 


Dealer does not think of what he is doing ; 


He that has a Carte. blanche, Point, Quint, 


„ . or. 


the Benefit thereof; and ſo he does of every 
Thing that is to be told in Hand, if he * 


If one Party names his Point, and the 
other allows it to be good; if he does not 


Card, it is good for nothing to him, and ht 
muſt not reckon it. 

So if he ſhould name Tierces, Ws « t 
Quints, and not ſhew them before he play 
down, he loſes: the Homo of reckonin 


On the other Hand, when this happen 


the others. 
But he A likewiſe ſhew Eh before 
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he loſes the Right of reckoning them, as well 
as the other, 

He that has Threes, or Quatorzes of Aces, 
Kings, Queens, Knaves, or Te is not 
ien to ſhew them. 

If one ſhould count a Three, or Gee 
which he has not in his Band, tho? he laid it 
WH out by Miſtake, or otherwiſe ; if the other 

finds it out at any Time before the Cards are 
cot for the next Deal, he cuts him off from 
"i all he reckoned, and he is to count nothing 
that he got by that Deal. 

If the Eldeſt ſnould count 3 Aces when he 
laid out 1 of them, and the other 3 Kings, 
or any thing elſe; he ſhall count his 3 Kings, 
tho' he does not diſcover the other's falſe 
Reckoning till the End of the Deal. 

Obſerve, that tho* he who reckons falſe, 
can count nothing by the Dea] ; yet what he 
has in his Hand may hinder the other, and 
ſave a Picque, or a Repicque. 

As for Example, he who counts 3 Aces 
falſe, and has a Quint. Major in his Hand; 
tho he cannot count for it, yet it cuts the 
other off from counting any inferior: Ai, 
Luarie, or Tierce. 

He that takes in a Card more than be lays 
out, incurs the ſame Penalty, and counts 
nothing, 

But he that takes in a Card leſs chan he Lys 
out, may count his Game. 


F:3 | Hie 


it cannot be taken up again, unleſs it be in 
the Caſe of a Renounce; if then, by Miſtake, 
one ſhould throw down a Card of a different 


| 
| 
1 
[1 
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| He that has a Card leſs than his- N umber, 
—. play Card for Card with the other, as 


long as his Cards laſt, 


When one has 12 Cards, _—_ tht other but | 


10; if he who has the 12 Cards, ſhould win 


to Tricks ſucceſſively, then he has 2 Cards 
left in his Hand, which we will ſuppoſe to 
be the King of Spades, and any ſmall Card 
of another Suit ; the Other has but 1 Card, 
which we will ſuppoſe to be the Ace of Spades: 
If the firſt plays his ſmall Card, the other 
muſt play the Ace of Spades to it. - Thus he 
ſuffers a Capot for want of another Card; and 
this ſeems juſt, becauſe i it was * own, Faak 
1 be wanted a Card. : 

When a Card is once played out of Hand, 


Suit when he has one of the ſame in his Hand, 
he may take it up again, and play down the 
other, 

If the Leader ſhould play a King, and 
the other having the Ace of the ſame Suit in 
his Hand, ſhould in ſurprize play a ſmall 
Card of the ſame Sort, he cannot re-call it, 
but muſt be content to loſe the Trick. - 
If one Perſon has 3 Aces in his Hand, 
and by Negligence ſhould count 3 Kings in De 


' Kead of his Aces, he counts nothing that tha 


Deal. 
Provided 
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Provided; he does not recollect his Miſ- 
take before he plays down his firſt Card; if 
he does,. in all the aforementioned Caſes. he 
ſaves the Penalty, 
If when the Deal is half played out, one 
of the Parties expecting to win no more 
Tricks, ſhould throw up the Cards, and mix 
them with the reſt ;_ if he repents after, and 
would take his Cards up again, he is not al- 
lowed: But if they are not mixed with the 
reſt, he may take them up again, and play 
out the Deal. 
Wien the Cards are played out, except 2 
Wor 3 on one Side, and one ſuppoſing the 
other's Cards to be better than his own, 
ſhould throw them down; but finding himſelf | 
miſtaken, he takes his Cards up again after, 
he ſhall be obliged to en the 3 
Cards the other directs him. 

It is not allowed in any Caſe to diſcard 
twice: As for Example: | 
He who takes in firſt, Jays out 4 Cards ; 
therefore he is to take in but 4 : If by the 
Outſide, or any other Means, ke ſhould know 
the 5th to be a good Card, and offer to lay 
out another in order to take it in, the other 
maſt not allow him to do it. | 
And the Rule is the fame in reſpect of the 
Dealer : If he does not take all the Cards 
that are _ him, after he has once diſcarded, 
. F 4 and 


and if the other has examined his Cards, pro 
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and taken in, he can diſcard no more, tho! 
he has not looked on the Cards he takes in. 
Nor is it allowed before diſcarding, to look 
to examine the Cards you are to take in, even 

on the Outſide, leſt they ſhould be known by 
their Backs; 

He that takes in firſt, ſhould always tell 
how many he leaves, if be does not take in all 
his 5 3 that the other may diſcard according]y, 

He that takes in a Card too many, and 

perceives it before he looks on them, may 
turn it back again. 
Unleſs he mixes it with the ref of his 
Same; in which Caſe he loſes the whole Pro- 
fir of that Deal, and reckons nothing as 13 
obſerved before, 

If any one takes the Cards to deal when it 
is not his Turn, and: ſhould deal them all out; 


vided he that dealt by Miſtake has not looked 
on his Cards alſo ; he may throw them up to 
be dealt by the other. i 

If the Perſon who is to FINS firſt, ſhould 
fhew a Point, or a Tierce, Quarte, or Quin, 
&c. or a Three, or Quatorze of any Thing. 
vhich the other. two ſhould allow to be good; 
if, after this, he ſhould find he was miſtaken, 
and that he has a Better of chat ſort than the 
Eldeſt ſhewed, he may count it afterwards : 
And he ſuffers. nothing by this Miſtake, pro- 


vided there be not a Card payed down. 1 
e 
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The Carte-blanche, as we told you before, 

is always firſt told, and muſt be ſhewed upon 

the Table, whether in the Hand of the Deal- 
er, or of the other. 

He that hath nothing in his Hand but the 
Carte blanche, ſaves a Picque or a Repicque. 

If you ſhould have in your Hand 3 Aces, 
3 Kings, 3 Queens, 3 Knaves, or 3 Tens, 
and in diſcarding lay out 1 or either of theſe, 
you are to count but 3: Then the other may 
aſk you which Ace, which King, &c. you 
laid out, and you are obliged to tell him; 
au if he requires it, you muſt ſhew him 
which you laid out. 

If it ſhould happen that the Pack ſhould 
de falſe," (as ſometimes there may be 2 Cards 
of a Sort) when it is found out, that Deal 
goes for nothing; but if you have played 
ſeveral Deals before, with the fame. Pack, 
they are all good, 

If the Pack ſhould be found falſe, the very 
firſt Deal you play you muſt adjuſt the Pack, 
and begin again; but you are not to cut agun 
tor Deal, for the firſt Cutting ſtands good. 

Every Gameſter is to lay his Diſeard near 
himſelf, which he has the Liberty of looking 
Jonas oken as he pleaſes. _. 

e He that cuts the Cards is not to look at the 
.W Bottom ; if he ſhould, forgetting what he 
was about, they muſt be ſhufffed and cut 
again, 


© When 
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When the Cards are cut neatly, that is, 
without ſcattering or diſplacing, and neither 
have ſeen the Bottom; if the Dealer, by 
ſome outward Mark ſhould know it to be a 


bad Card for him, and ſhould deſire the other 


to cut again, he ought not to conſent ; and 
the Caſe is the ſame if he that cuts ſhould 
happen to know it to be a good Card for the 
Dealer: For the Cards are never to be cut 
twice, but in the Caſes before mentioned. 

Whoever is found taking a Card in, that 
he had laid out before, loſes the Game. 

When, by Miſtake, one has taken a Card 
in, more than he had laid out, and to avoid 
the Penalty, which is, of reckoning nothing 
that Deal, he ſhould attempt ren to lay it 
out again, he is to loſe the Game. 

This Game is always played with Lurches, 
unleſs it be firſt agreed on to the contrary ; 
that is, when the Loſer cannot make up 50, 
before the other wins the Game, he is to pa) 
him double. 

If they play for a Guinea Game, he chat 
is lurched loſes 1 | 


Of the POOL. 


ws HE Pool is another way 5 playing 
Picquet, only invented for Society; it 
is in every ee r the ſame Way _ 

the 


\ 
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the other Game; but it is a Contrivance to 
bring in a Third. As for Example: 

I bree Perſons are to cut, he who cuts the 
higheſt Card, ſtands out the firſt Game, for 
it is held an Advantage to be out firſt, Then 
the others are to cut for Deal, as is before di- 
rected ; if they play for Guineas, t they are to 
lay down a Guinea a· piece, which makes 3 
Guineas: Then he who loſes the firſt Game 
lays down a Guinea more, and goes out, and 
he who ſtood out before, fits down. If the 
firſt Gameſter beats him alſo, he fweeps the 
Board, which is called winning. the Pool: 
And the Loſer muſt lay another Guinea to it. 

But if he who won — firſt Game, loſes the 
ſecond, he pays his Guinea, and makes room 
for the other: Thus it goes round ei pedt 
till the Pool amounts to a great Sum. 25 

Lou muſt obſerve, the Pool is never won, 
till one Perſon gets two Games ſucceſſively. 

Every Perſon that loſes a Game, an 
a Guinea to the Pool. 

When any Perſon is lurched at this Play, 
he Jays down one Guinea to the Pool, and Jays 
another to him who lurched him. 

This is all that can be ſaid upon Pirguet; 
the Directions are ample enough to inſtru 
any Perſon in the Game, As to the Art of 
Playing well, in order to win, which con 
chiefly in playing the Cards, I think it cannot 

be demonſtrated any wy by Direction. It 

F 18 


# 
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is a Science which muſt be acquired by Prac- 


tice, or by obſerving Thoſe who are very 
expert! in * 
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I C QU E T is now become ſo common, 
that even the meaneſt People have been 
inſtructed, and let into all the Tricks, and 
Secrets of i it, in order to render them com- 
pleat Sharpers. This Game Is liable to great 
mpoſition. 
Brief- Card: may be uſed here for Cutting, 
as they are at Vbiſt. Of Theſe there are two 
Sorts; One longer, than the reſt. And the 
Advantage gained by them, is as the Adver. 
fary manages it, by Cutting the longer, or 
broader, as beſt ſerves his Purpoſe, or im- 
poſing upon the Dealer when it is his Turn, 
to Cut thoſe which make moſt againſt them. 

I fhall next mention ſome Things relating 
to Picquet, which are equally applicable to all 
other Ges at Cards, viz. Marked Cards. 

It cannot be denied. that to know the Aces, 
Kings, Queens, and Knaves, is the principal 
Part of this Game; and all other Games at 
Cards, eſpecially, ſince by this Means, 
any Card you deſire _ be ſecured at 
Pleaſure. 


F F 
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Firft then, I ſhall ſhew how I have ai 
Cards marked. 


-- 
* 


. Aces with one "TRY at the oppo=| 
fite Corners, thus | 


I. Kings with two Spots, thus | K | 


III. Hs vi one Spot, tra- 
verſed, thus 


— 


IV. Knaves with two Spots, thus *P 


The next Difficulty will be to mark the 
Cards in ſuch a Manner, that They may not 
be difcovered by your Adver/ary, and at the 
ſame Time appear plain to your Self, w which 
is to be thus effected. 

Make a fine pointed Pen, and take fin 
clear Spring-Water,and make your Dots upon 
the glazed Cards at the Corners according to 
the Directions above, and they will paſs if 
they are well done; you may Colour your 
Water with Indian-Ink to make the Marks 
more or leſs conſpicuous, as you wal beſt 


age by your Eye. 
There 


* 
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There are but 32 Cards made uſe of at Pic. 
guet, ſo that juſt half of them will be known to 
you; and in Dealing you may have an Oppor. 
tunity to give your ſelf thoſe you ike beſt ; 


and if you cannot conveniently, change the 


Pack according to your Deſire, you will 
commonly know what you are to take in, which 
is a demonſtrative Advantage to win any 
one's Money, 5 | 


"FL © x 


TT HIS is reckon'd one of the moſt polite 


Perſons of the Firſt-Rank to play at ; by 
reaſon of ſuch great Loſſes, or Advantages, 
as may poſſibly fall on one Side or other. 

It is, in its Manner, pretty much like Th: 
Royal Oak Lottery; and as That, by the Lot 
tery- Man's having 5 Chances, in the 32 Fi- 
gures, muſt certainly ſtrip all Adventurers in 


a long Run, ſo the Dealer, who keeps the 


Bank, at BASSET, having the ſole Dil- 
poſal of the //3 and la Card, and other 


_ eonfiderable Privileges in Dealing the Cards, 


has (without doubt) a greater Proſpect of 
gaining than thoſe who play : This was a 
Truth ſo acknowledged in France, that the 
King made a public Edict, that the Privilege 
of a Talliere, or one who keeps the Bank at 
Baſſett, ſhould only be allowed to Principal- 


Cadets, 


7 = 


| Games on the Cards; and only fit for 


Py np 2 
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Cadets, or Noblemen's Sons, ſuppoſing, that 
whoever keept the Bank, muſt in a very 
ſhort Time acquire a conſiderable Eſtate. 

But all other Perſons, for fear of ruining 
private Families, were, Thete, confined Po- 
litically to a T welve-penny; Bank, tho? Here, 
they have the Liberty of taking what they 
pleaſe. = ws 


The TEAMS of BASSET explained. 


1. HE Talliere, is the Bank: Keeper ; 
who lays down a Sum of Money be- 
fore all that play, to anſwer every winning. 
Card which ſhall appear in his courſe of 
Dealing, 5 g 3 i 33 | 
2, The Croupiere is one who is Aſſiſtant to 
the Talliere, and ſtands by to ſuperviſe the 
loſing Cards; that when there are a conſi- 
derable Company at Play he may not loſe by 
N any thing which might turn to his 


3. The Punier is every Gameſter, who plays. 
4. The Faſſe, is the firſt Card that is turn- 
ed up by the Talliere, belonging to the whole 
Pack, by which he gains half the Value of 
the Money that is laid upon every Card of that 
Sort by Fe wd how 5 modo © 
5. The Couch is the firſt Stake that every 
Punier lays upon each Card, every one who 
Plays having a Book of 13 Cards before him, 
upon 


iÞ 


re 
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leſs, according to his Fancy. 


won the Couch, and having a Mind to goon 


that ſhews the Advantages of the Game, viz, 


upon which he may lay his Money, more or 
6. The Paroli is explained thus, whoever 


to get a Sept. et-le-va, you crook the Corner 
of your Card, letting your Money lie, with- 
out being paid the Value of it by the Talliere. 

7. The Maſe is when thoſe who have won 
the Couch, and will venture more Money up- 
on the. ſame Card, who know, or ought to 
know, the great Advantages the Talliere has, 
and therefore ſhould be ſubtle enough to make 
the beſt of - his own Game. 

8. The Pay is when the Punter has won the 
Couch, and ring fearful to make the Paroli, 
leaves off; for by going the Pay, if the 
Card turns up wrong, he loſes nothing, hav- 
ing won the Couch before; but if by this Ad- 
venture, Fortune favours him, he wins dou- 
ble the Money that he ſtaked, 

9. The Alpieu is much the ſame as the Pa- 
roll, and, like that Term, is uſed when a 
Couch is won by turning up, 'or crooking the 
Corner of the winning Card. | 

10. Sept-et-le-va is the firſt great Chance 


If the Punter has won the Couch, and then 
makes a Paroli by crooking the Corner of his 
Card, as is ſaid before, and going on to a /- 
cond Chance, Rin WRAY Cars turns up * 

5 it 


* 
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it comes to a Sept-et- le va, which is ſeven 
Times as much as he laid upon his Card. 

11. Quinxe. ei- le. va, is attending the Pun- 
ter's Humour, who perhaps is reſolved to fol- 
low his Fancy, and ſtill lay his Money upon 
the ſame Card, which is done by. crooking 
the bird Corner of his Card; which coming 
up by the Dealing of the Talliere, makes him 
win fifteen Times as much Money as he ſtaked. 

12. Trent-et-le-va is marked by the lucky 
Punter, by crooking or bending the End of 
| the fourth Corner of his Card, which coming 
up, makes him win 33 Times as much Mo- 
rn . d Us 23 
13. Soiſſant. et. le- va is the higheſt Chance 
that can happen in the Game, for it pays 67 
Times as much Money as is ſtaked, and is 
ſeldom won but by ſome Punter, who re- 
ſolves to puſh the Extream of his good For- 
tune to the Height: It cannot be won but by 
the Talliere's dealing the Cards over again, 
which, if his winning Cards turn up, pays 
him with ſuch a prodigious Advantage. _ 
And, as it hath been often ſeen at the Royal- 
Oak Lottery, a Figure come up, that by 
ſome Guineas laid on it in full, by the win- 
ning 28 Times as much, has broke the Oak, 
o by the Courage and extraordinary Luck of 
a puſhing Punter at this Game, ſome great 
Stake with Soiffam- et. le. va may turn up, and 
by that Means break the Bank-Keeper. 


But 
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Tug, of that Sort. 


But this very rarely happens; the Talliere, 
like the Lottery- Man, being a great deal 
more likely to break the Gameſters than they 
Him. | | 


DI 


The Oba i the Gan. 


H E Players fir buht a Table, the Tal. 

liere in the midſt of them with the Bank 
of Gold before him, and the Punters each 
having a Book of 13 Cards, laying down 
1, 2, 3, or more, as they pleaſe, with Mo- 
ney upon them, as Stakes; then he takes the 
Pack all together in his Hand and turns them 
up, the bottom Card appearing, is called the 
Faſſe, and pays him half the Value of the 
Stakes laid down by the Punters upon any 


e 
8. 


The Ma NNER / Pray. 


FTER the Faſſe is turned up, and 
A the Talliere and Croupiere, have looked II 
round the Cards on the Table, and taken 
half the Advantage of the Money laid on WW ve: 
them, he proceeds in his Deal, and the next WF cot 
Card appearing, whether the King, Queen, W#- 
Ace, or whatever it be, wins for the Punter, der 
who may receive, if he has laid Money on Sta 
ſuch a Sort of Card, the Value: or, making Wye 


Paroli, go on to a Septet. le. va. The oy Co 
- after 


* — PEEK . 
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after that wins for the Talliere, who takes 
Money from each Punter s Card of that Sort 
and brings it to his Bank. 

The Talliere, if the winning Card be a 
King, and the next, appearing after it, be a 
Ten, ſays (ſhewing the Cards that appear to 
all the Panters round) King wins, Ten loſes 


| paying the Money to ſuch Cards as are of the 
winning Sort, and taking the Money to ſup- 


ply his Bank from thoſe who loſe ; this done, 
he goes on with the Deal; as, Ace wins, 


| Five loſes z Knave wins, 3 loſes; and ſo 
every other Card alternately winning, and 


os till all che Pack be dealt but the laſt 


be loſt Card ed up is an n 
to che Talliere, becauſe by 
Came, which was contriv'd for his Benefit, 
tho? it be turned up, and the Punter may hap- 
pen to have ſtaked upon one of the. ſame Sort, 
yet it is allowed as one of his Dues in rela» 
tion to his Office, and he does not pay any 
Thing: -: -- 

The bold Prater, who is lucky and ad- 
venturous, and can puſh on his Couch with a 
conſiderable Stake to Sept-et-le-va, Quinze- 
a-le-va, Trent-et-le-va, &c. muſt in a won- 
derful Manner multiply his Couch, or firſt 
Stake; but this is ſo ſeldom done, confider- 
ing the Frequency of the Panter's Loſſes in 
compariſon to the Bank's Profit; that a 


the Rule of the 


Perſon © 


5 1 
n y 
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Perſon of the leaſt Diſcernment, may eaſily 


perceive how very advantagtous this Game is, 
in Favour of the Talliere. Se 
The Liberty that is uſed by our Engl 


puſhing Adventurers at this Game, makes it 


of quite another Kind than it is in France; 
for they are compelled by the King's Autho- 
rity, only to play at a Twelve-penny Bank, 
where the Loffes, or Gains, cannot bring De- 
ſolation in a Family: But our Punters in 
England have the Liberty to ſtake whatever 
they pleaſe, from one Guinea, to 100 or 
higher, upon a Card, as is often ſeen at 
Court. When, the Couch being alpieu'd, or 
parolid, to Sept. et. le. va, Quinze-et-le-va, 
Trent-et. le. va, &c. is extreamly to the Pun- 
ters Profit, who by the Advantage of the 


Multiplication muſt raiſe his Couch, or Stake, 


(if he be ſo couragious to make it valuable) 
to a very extraordinary Sum: And if he be 
ſo befriended by Fortune to bring it to Soiſſant. 
et-le-va, he is very likely to break the Bank, 
by gaining a Sum fo bulky, that, it is pro- 
bable, the Talliere is not able to pay. 

But this fo rarely happens, that it is only 2 
Decoy for the Punter, to urge him to ven- 
ture his Stake boklly : The Talliere's certain 
Advantage, for all this ſpecious Demonſtra- 
tion of the Punter's Probability of winning, 
being plainly obvious and unanſwerable, 28 


# ? 


all farther appear. 


Suppoſe 


—— Ms. A. ˙ẽ;k . ꝝ --rw̃̃ ͤÜ V % gü. oe GS Goa ed 


— — — ˙ Ä — EEE — 
— — — — — — — — — 4. — — . * 


Of the Game of BasseET. 117 Fg 
Suppoſe Jen, or any other Card wins for 
the Punter, if another Ten comes up jult af- 10 
ter, in the winning Card's Place, it does not 
win for him, but for the Bank; but if it 
comes up three or four Cards after that, it 
wins for the Punter : If Ace, or any other 
Card wins at firſt, and afterwards comes u 

again in the next winning Card's Place, it 
does not go, but is ſaid to retire, till the nexe - 
Opportunity, becauſe by the Rule of the 

Game it muſt E for the Bank before the 

Punter. 

But then i in Return of this, and artfully to 
gain the Eſteem of all the young Adventurers, 
who are apt to ſet their Money briſkly, if 
che Card happens to come in the next loſing 
Wy Place, it does not /o/z, becauſe it has not gone 
for the Punter, but alſo retires without paying 
the Bank, having won a Couch, which the 
Talliere ſaves, and ſhould have paid. 

To conclude, this Game, like the Royal- 
Oak Lottery, is of ſo bewitching a Nature, 
by reaſon of ſeveral ſpecious Multiplications 
and Advantages, which, ſeemingly, it offers 
to the unwary Punter ; that, a great many 
like it fo well, they will play at /mall Game 
rather than give out; and rather than not 
play at all, will punt at a Six- penny, Three- 
penny, nay a Two- penny Bank, fo much 
the Hopes of winning the Quinze-et-le-va, 
and 


„( 


— = r . OI Hato as — nga 
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and Trent-et-le-va intoxicates them; but the 


vantages, ſince it is moſt certain that it can. 


called Ne va pas. 


Power of the Dealer to let the Punter have 


— 
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Judicious Player, whoſe Love of Gaming 
does not exceed his Underſtanding, will not 
engage at it, or if he does, will play ſo wa. 
rily as not to be drawn in, by ſpecious Ad. 


not be upon the Square, and that the Tallier: 
if he pays you 20 Guineas 1n, one Night's 
Play, only gives you Opportunity, to loſe 
an Hundred in another. 1 


The Fraups of BASS ET. 


IN the Game of Baſſet, the Cards do nat | 
always go, as they do at Faro, which is 


. - ei. PLS CES IIS x 


The Cards may be ſo played at Baſe, 
as not to allow the Punter any Winning-Place 
throughout the Pack. If this be proved, 
then it may be juftly ſaid, that it is in the 


as many Wioning- Places as he thinks conve- 


nient, and no more. 


Of the Gare of BassET. 119 


ae BASSET TABLE. 


Ne wa pa. Knave 


Loſes 

Ne va pas 

Loſes 13 | 
Ne va pas, and fo on 


Loſes —— — 4 
M va pas ——— Knave 
3 to the Bottom 


Loſes —— — 8 
| Ne va . — 8 
Loſes— —— Knave 
Ne va pas, and ſo 8 

on throughout 4 


"ww On GO S M 
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on 
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| demo ſtrated, the Next Thing to be 
conſidered is, how theſe Cards muſt be placed 
to involve them into this or any other Form, 
which I take to be the Baſis, and, rightly 
underſtood, will produce vaſt Variety; for 
Example, Suppoſe now for A I 
SIR take 


— © 
- — - ry A 
N — We 
2 


whole Pack. 


3 A 252565455 „„ 
2 r ar or nity cw” OS 


Kunave, Knave, 4, Knave, 8, 8, Knave, 8, 4, hs 8, 4. 


as you think proper; but remember this 
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take only 12 Cards, which is as ſufficient 2 
Demonſtration, as if I made uſe of the 


_ | Upon drawing them t my Hand 
Cards laid thus *| from Top to Bottom, they come int 
PW 

K nave | 3 | 
8 „„ 

K nave | wn” 

4 | 8 

Knave | - 

Knave K nave 

4 4 

8 4 

þ Knave 


Now ſhuffle and part every Card over and ander, and 
they are involved according to your Intentions. 
- 


- 


Inverted thus, 


_ Knave 
| Knave | | me 

A * 
a | 8 0 


3, and ſo on, as in the Table. 

This may be performed without a ſecond 
Operation, which, I hope, is a ſufficient Proo 
that Numbers may be changed into many 
Forms, and from as few or as many Cauſes 
That it requires pliant Fingers as much as th! 
Harpſicord, without which you will neve 
. perform 
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per rform finely. From theſe and other pre- 
ceding Rules that I have obſerved to you, 
think really, without troubling you any far- 
ther, you may draw all Conſequences to be 
wiſhed or expected in a Pack of Cards, 

You are to conſider, that the Banker com- 
monly Shuffles and Cuts at Baſſet ; and in or- 
der to prove what I have often ſaid, wiz, 
That a Pack of Cards may be changed i into 
any Form whatſoever, and that even by a 
School- boy when the Principles are ſet down, 
| will give the following Example. 

Suppoſe a, b, c, d——e, f, g, bh to be 
certain Cards beſt known to yourlelf, it can- 
not be thought a difficult Task to join a to e, 
do f, c to g, and d to;b, and farther to con- 
tinue to 32 in the ſame Order 

This was allowed a fair Way to Shuffle, 
and from the Conſequence of this Rule you 
may vary ten Thouſand different Ways and 
more: I ſhall inſtance the Changes that are 
in 3 Figures only, to 11778 the Variety 1 in a 1 
ark of Cards, 2 5 _ 
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Six Changes. | 5 


ne if 1 8 Letters (which I 1 4 
ard) my drawn —_— your Hand 
; Top 
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Top to Bottom, as ere at Furo, then 
che 1 eee to 


4 


This practitedd 3 or 4 Times, you will rea. 
dily come acquainted with the Manner, and 
be capable of changing Numbers to come in. 
to their appointed Places; but I ſhall inſtant: 
ly open your Eyes, and deſtroy the Charm 
Shuffle the Cards well, and take Care they 


are not changed upon Ne me bid Defiance 
to the Dealer. 


The Sums of Money loſt in Race, at this 
Game, were ſo confiderible, that the Princes 
of the Blood were in Danger of being un 
done; and after many Perſons of Diſtinctic 
were ruitied, the Court of France thought f 
to forbid- Baſſet. Then Faro wus invented 
and Both were ſoon uſhered into England 
and after 3 or 4 Years play bere, it -impore 
riſhed ſo many Families, that the Parlianm 


have Enacted a W of theſe Gam 
among us. 


5 OW #4 R * 


H O' 'BasseT and Faro have Bol 
Lec in — 3 — 
enalti 
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c—_ yet theſe Games ftill continue, in 
| mighty Vogue in England, eſpecially TG : 
The Reafors are, 
I. The Game is very eaſy to learn. 
II. It appears to be very fair. 
III. It is a very quiet Game. 
But as it is the moſt dangerous Game for 
the Deſtruction of Families, that ever was 


invented: And having ſhewn the Frauds of 


BazzeT, I thought -it not improper to cloſe 
All, with a few u/zful Obfervations concerning 
the Game of Faxo. = 

A Gentleman who was pleaſed, about 18 
Years ago, to calculate the Odds at Faro, 
gave a very favourable Report of it to the 
Town; ſo every one took it upon T OP 
without farther Enquiry. I ſhall only ſay, it 


Game-was ſo great a Stranger to us, at its 
firſt Arrival, as not ro be, foon, perfedtly 
underſtood. 

I will not pretend to ſay what they are at 
this Day; but this I am well aſſured of, that 


makes the Odds vary throughout the Pack, 
0 will be proved preſently : For as the Dou- 
dlets are a conſiderable Branch of the Profits 
and Advantages of the Game for the Bank, 
and the coming of thoſe Doublets being ſo 
wudtful, chat it may be ſaid the Calculation 
2 = only de made . 3 3 Ithere- 


IK fore 


was lucky for the Faro-Ban«ers, that the : 


every Pull (i. e. the Card drawn on each Side) | 
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fore now proceed to prove, that Faro may be 
played to more or leſs. Advantage: Suppoſe 
a Perſon to put down 205. upon a Card, 
when only -8 are in, (as has been frequently 
ſeen) every one that plays, knows that the a 
Card is a Cypher, therefore you have 4 Places 
to loſe, and 3 only to win, the Odds againſt 
you is 4 to 3, a 7th Part of the Money gi- 
ven away, Which is about 25. and 10 d. in 
205. in 100 l. it is 141. 55. 8 d. half. penny 
Per Cont. Likewiſe when ten Cards only are 
in, then it is 5 to 4 againſt you, a 9th Part 
of the Money, and ſo in Proportion through- 
out the Pack. I appeal now to common 
_ . Senſe, whether the Game may not be play'd 
to more or leſs Advantage; tho” I have heard 
ſome Men confidently affirm, that the Game 
is the ſame, play it which Way you will; 
and their Ignorance has led them to offer t 
lay Wagers of it; for which Reaſon it ha 
been believed, without farther Enquiry. | 
ſay, it was a very good Bait to catch Fl 
with. However, to proceed, the Odds fro 
the Beginning of a Deal are almoſt inſenſibly 
ſtealing upon you every Pull, till from thi 
firſt ſuppoſed 4 per Cent. it becomes, you fee 
141. 5. 8 d. half penny; 1 hope a fair I 
monſtration. It may be thought not unte 
ſonable to conſent to theſe Odds (if no oth 
Advantages were made uſe of) on the nk] 
Side, by Reaſon of the vaſt Expences ta con 


atte 
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attend a Faro-Bank, beſides the Attendance 
and Loſs of Time. JI affure you, that thoſe - 


Odds before mentioned have not been thought 
ſufficient, - as I will leave to your own Judg- 
ment when the Charges are fairly ſtated, 


charged. int. & 


However, without long much Time, * 


ſhall inſtance a remarkable Thing, that hath 
not been ſo ſtrictly obſerved, as to alter the 
Cuſtom of taking the Premier, when 2 Cards 


- Suppoſe a King and Queen a Guinea each, 
at a Guinea ike! Premier. After which, 
ſome Pulls paſs, at laſt up comes the King on 
the Right Hand for the Banker, and the Queen 
on the Left for the Punter; the Dealer takes 
the Premier, as his Righr, without ever bluſh- 


he might as well take it out of your Pocket. 
Obſerve, that the fir# Card, being pulled 
or drawn, is not valid till the ſecondappears 3 ; 
aid to be but one Pull; for they are ſo much 
other, that if the ſecond Card is never pulled, 
the firſt is uſeleſs. So when theſe Accidents 
happen, as they frequently do, you neither 
vin nor loſe.” On the contrary, if the King 


pet, and the Queen does not follow the 
G4, * ſame 


which will. amount to the Sum hereafter | 


ne put down, and a Premier put before them. 
ing; which is a very great Injuſtice in this 
Game; for he ought to take acthing; ſince 


therefore the 2 Cards may, in one Senſe, be 


one, and have ſuch Dependance on each 


5 & 
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ſame Pull, the Dealer then has a Right to the 
Premier, but not otherwiſe. 

But the general Part of Mankind have 
ſuffered themſelves to be impoſed on, without 
ever conſidering the Inequality of ſuch a Stake, 
*Tis a plain Demonſtration, that they did not 

Know what they were doing; if they had, 
they would not have complied with it. 


tugal, where [ preſume the Game is as well 
underſtood as in and. I well remember 
an Accident which- happened to à Foreigner, 
(who ſpoke a La e the Company did not 


as ever I ſaw; and this only about a Croun- 
Piece. At length the — made Signs to 
prove and ſhew them that he had loſt nothing. 
In the Interim comes in a Gentleman who un- 
derſtood the Foreigner, and appeaſed the Mat- 
ter for the preſent; and it was mutually agreed, 


the Bank, till it could be determined. by Men 
of Judgment, Accordingly the next Day it 
was given in favour of the Foreigner, that it 
was unprecedented abroad ; The Crown was 
returned, and the Affair amicably ended. 
Notwithſtanding this, the Faro- Bankers have 
believed they might be more free with their 


own Country men _ Foreigners, and _ 
| | diere 


This Advantage taken by our Exgliſ. 
rs was never allowed m Spain nor = 


underſtand;) which cauſed as great a Confuſion 


that the Cron ſhould be left in Poſſeſſion of 
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| fore have continued their firſt 2 to his 
Da | 0 

The he Expences of a Faro- Bank in all its 
Particulars, of Servanis, Houſe-Rent, 
Groupe, Puffs, and other incidental * 
of Candles, Wine, Arrack- Punch, Suppers, 
and Safe- Guard Money, &c. have, in Covent- 
Garden, amounted to above 1000 l. per 
Annum. 

As Faro, is | the Daughter of Baſſet, the 
Fair-Chance (or Card-Table) is the Daughter 
of Fara. All alike notorious Faaups, there 
being nat any Perſons, except the Profefiors, 
themſelves, who can be ſaid io be let into the 
ru ring: of theſe GAMES. 


The Royal Game of CHESS, 


Should firſt inform my Pupil, that this 
' Game requires Conduct and Attention, 
and even good Reaſoning; ſo that I be- 
leve it is a juſt Remark, 4 Fool zever 
Rayed 1T well. 

IT. It has one Thing. peculiar to it, which 
s, that the Incidents and Turns are fo many, 
and ſo various, that it will be found both de- 
lghiful and entertaining, even where People 
pay for nothing; which can hardly be ſaid 
of any other Game. 

III. The Theatre upon which this Game 
b acted, is a * 1. half Black 


0 
) 


T 
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and half White, painted like a Draugbl.“ 
Board, which may ſerve for this Uſe upon 
Occaſion. | 

IV. The Game 1s performed by Two little 

Armies drawn up, in Order of Battle, oppo- 
ſite to each other; each Army is commanded: 
by a King, and ſeveral great Officers, tho 
when you come to examine them cloſe, This 
King is no more than a Piece of S!ick, or 
Ivory, as are all under his Command. 
V. The Officers (including the King) con- 
ſiſt of 8 principal Perſons, who are ſized ac- 
cording to their Dignity, and have their Par. 
ticular Titles and Qualities. 

VI. The common Sort confiſts of 8 Pi. 
22ers, one ſtands before every Officer ; theſe 
are called Pawns, and-are but low of Stature, 

VII. The King is the firſt, and whenever 
| be! is Loſt, the Battle is at an End. 

VIII. The Queen is next in Degree, who 
bears her Royal Huſband Company in the 
War; ſhe does not only animate him with 
her beautiful Aſpe&, but likewiſe defend him 
when} in Danger, and attack his Enemies. 

IX. The 2 Rooks are next in Degree to 
the Queen. 

X. The 2 Knights are next to them, who 
do great Service generally in the Beginning 
of an Action, and are very furious for ſome 
Time; but towards the End they are not ſo 
ſerviceable, 


XI. There 
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XI. There are 2 Biſhops likewiſe {for the 
Army muſt not be without Chaplains) which 
are of moſt. Service towards the End of an 
Action: Perhaps the Reader may think it is 
to affift the dying Men, but we ſhall give him 
to underſtand preſently, that they have ſome- 
chin ele to dh 
XII. Theſe in French are called les Fous, 
that is, the Fools; but who it was that firſt 
Callicixed that Word for Biſbops T cannot tell. 
XIII. The next are the Pauns; Who, 
itho' they are no other than common Soldiers, 
yet when they are well commanded, they 
Jometimes perform great Actions. 
XIV. The Method of Drawing up this 
little Army, is as follows: The Eight prin- 
cipal Figures are to be placed in the loweſt 
Rank of the Board, next to the Gameſter, 
in this manner; Firſt, the King upon the 
fourth Spot from the Corner, which is 
White; his Queen is to be placed upon the 
Black Spot on his Right-Hand ; the 2 Biſhops 


fe & # 


COTS 


n Wh xe to ſtand one next the King, the other next 
the Queen; the Knights upon the Sides of the 

o Wl Si/bops 3 and the two Roots, one in each Cor- 
ner. The Pawns are plated juſt in the Rank 

o before them, to ferve as their Rampart :_ 

ng WM Thus the Poor are only made Uſe of to de- 

0 fend the Great. OY 

0 


XV. The other Army muſt be drawn up 
on the oppoſite End of the Board in the fame 
5 E G 5 _ Manner; 


130 The CougT GAMES TER. 
manner; and leſt they, ſhould nat be diſtin. 


guiſhed when they come. to be mixed, one 


Army is always cloathed in Black, the other 
in M bite. a nn Reo 
XVI. The King is very grave and ſolemn 
in his Pace, ſo that it may be ſaid, he moves 
with a great deal of Majeſty z his March is 
flow, and he only moves from one Chequer 
to another ; forward in a Line, or ſideways 
in a Line, or backward in Line, 
XVII. If he meets with apy. Scout of the 
Enemy's in his way, he may take him Pri- 
Toner, and place himſelf. where he ftood ; 
and when it is his Turn to move again, he 
may go backwards, ſideways, or retire. 
XVIII. You muſt obſerve, that the Game- 
ters muſt move by Turns, as they do at 
Draugbis. NN 
XIX. Some maintain, that the King may, 
at his firſt Motion, go over three Chequers at 
once, either forwards or ſide ways, or take an 
indirect Jump, as the Knight does, which 
Hall be explained hereafter z but the Game 
is ſcarce ever played fo, for theſe quick Mo- 
tions do not ſeem conſiſtent with the Stateli- 
| neſs of a King. The moſt he can do, as it 
is now played, 1s to paſs oyer one Cheque! 
the firſt Motion; but after that, he can only! 
move from Chequer to Chequer, in the Man- 
ner before deſeribed. . 
XX. Tis 


% 
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XX. The Qꝛeen, according to the Light- 
neſs of her Sex, may paſs from one End of 
the Board to the other at one Movement, ei- 
ther in a Line forward, or ina Line ſideways, 
provided the Paſſage be clear; and if any of 
the Enemy ſtand in her way, ſhe may take 
him Priſoner, and ſtand in his Place. By 
this you may ſee the Queen is her Royal Con- 
ſort's beſt Defence, and is generally moſt for- 
ward to attack the Enemy. 3 

XXI. The Bifop has a Motion hard to be 
deſcribed upon Paper; it is neither directly 
forward, nor altogether ſideways, but be- 
twixt both; it is an oblique Movement, he 
may either move from Chequer to Chequer, 
or run along a whole Rew, according as he 
ſes his Advantage to ſnap an Enemy. 
XXII. One Biſhop ſtands upon a black 
Chequer, and the other upon a white ; he 
who ſtands upon the black, moves upon a 
black Row, and never touches the white; 
he that ſtands upon white, never touches black. 

X XIII. The Knight has but one way of 
moving, which is a very odd one; for he 
jumps from black to white, and from white 
to black : In this Motion he jumps over z 
Chequer, not directly forward, but moves in 
the Form of a Demicircle ; and if one of the 
Enemy ſhould ſtand next to him he can (to 
hew his Agility) jump over his Head. 


„% xx a 
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without Danger; for theſe being confined to 


what lies directly in That way. 

XXV. The Knight (as is before obſerved) 
is of great Uſe in the Beginning of the Bat- 
tle z for very often he makes a Paſſage thro' 
the Enemy*s Army, and forces his way up to 
the King, whom he attacks, and to whom he 
gives Cheque- Mate; but at the latter End of 
an Action, he has not the fame Opportunities 
of exercifing his Valour: Therefore the beſt 
Play is to employ him at firſt, 
XXVI. Giving the King Cheque- Mate, IS 
putting him in Danger; for it muſt be ob- 
ſer ved, that whenever the King's Perſon is in 
Danger of being taken by the Enemy, out of 
Reſpect to Royal Majeſty, notice muſt be gi- 
ven him by ſaying Cheque, that fo he may ei- 
ther retire, or cover himſelf with ſome of his 


and there i is an End of the Game. 
XXVII. If thofe who put the Enemy 
King into this Danger, ſhould: omit RIS 
Cheque, they cannot take him, 

| XVIII The Motion of the Rooks is in 
a direct Line every way; they can neither 
croſs the Chequers, as the Bi/hops'do, nor hop 
like the Knights : They may either move from 


Chequer t. to * or elſe as far as the o 
age 


XXIV. An Officer, or a Pawn of the Ene- 
my's, may ſtand next to a Knight or a Biſhop, 


One way of moving, can hurt nothing but 


Men; for when he is taken, his Army | is loſt, 
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age is clear. If any of the Enemy ſtands in 
their way, to interrupt their March, they 
may take him Priſoner, and ſtand in his 
Place, as all the others muſt when they take 
a Priſoner, till the next Movement. They 
are placed one at one Corner, and the other 
at another Corner of the loweſt Row, in the 

fame Rank with other Commanders. Thus 
they defend the Flanks of the Army, and 
guard the Quarters of the King and his Offi- 
cers; but they are ſeldom put upon Action 
till after ſeveral Skirmiſhes and Repulſes: 
They generally do more Service than any, 
except the Queen. 1 | 
XXIX. The 8 Pawns are placed in the 
Rank before the Commanders, one before 
each Officer, At their firſt Movement they 
may, if it be thought neceſſary, paſs over 
two Cheques, reckoning That they come 
from, for one; after that, they can only move 
from Chequer to Chequer in a direct Line 
forwards : But if one of the Enemy ſhould 
ſtand next to one of em in an oblique manner, 
they may take him. And if with the Ha- 
zard of his Life, any of them ſhould make 
his way up to the firſt Rank of the Enemy, 
be is immediately preferred, and made 'an- 
Officer; and the King may prefer him to the 
Poſt of any Officer he has loſt. If the Queen 
herſelf had been taken Priſoner, ſhe muſt be 
erchanged for this Pawn, 
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a2 Man's particular Deſign at Play: And the 


ning of the Game, as if they apprehended no 
Danger while the Enemy's Army is at a Di- 


XXX. Asto the Method of playing your 
Men at Cheſs, it is impoſlible to give any Di. 
rections; for That depends upon Fancy, or 


Occurrences that happen, by the various Diſ. 
poſition of the Enemy, will often force you 
to change your Meaſures. - 
XXXI. The great Error of thoſe who 
are not very perfect in this Game, is, That 
they are apt to play too Open at the Begin- 


ftance : But they ſhould remember, that The 
Queen, a Biſhop, and a Rook, can take a Pri- 
ſoner from one End of the Board to the other, 
if he lies uncovered, 1 
XXXII. After ſome Movements, you 


will find it impoſſible to proceed without ex- 


poſing your Men or Officers; therefore your 
good Players will give up an Inferior Officer, WM. 
to take a Superior one, from the Enemy. Wl . 
For Example, you ſhould play your Knight ; 
juſt in the Jaws of a Rook, provided you had BY | 
placed another Officer in Ambuſcade to fur- f 
prize him. | „„ | i 

XXXIII. The beſt Players always endea- BW - 
vour to get behind the Enemy, in order to 
attack the King, and give Cheque-Mate ; Wi _ 
that ſo by this Means they may either Take WW , 
him, or Block him up, and ſo win the IF - 
Game, e 


XXXIV. There 
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XXXIV. There are wo Ways of Che- | 
| quering the King : The Firſt is, a Simple Che- 
quer, when the King can either retire out of 
Danger, or cover himſelf with an inferior 
Man, .or take that Man who Cheques him. 
XXXV. The Second is, when the King is 
ſo Beſieged and Over-powered, that he can 
neither move, nor defend himſelf, nor cover 
himſelf with another: This is called Cheques 
Male; in which Caſe, the, Game is loſt. 

This is all that can be ſaid, towards reach- 
ing the Game of Cheſs : and you may per- 
ceive, it requires Reaſon and good Conduct. 
It is a juſt Remark, That whoever is a good 
Cbeſs- Player, cannot but make a good Gene- 
ral of an Army, wherein there is room for an 
infinite Number of fine Stratagems and Turns. 
It is very different from moſt other Games, 
which are tireſome and fatiguing,- unleſs the 
Lucre of what you play for draws your At- 
tention. . But this Game is an Entertainment 
for Men of Senſe, who without running the 
Hazzard of thoſe unhappy Events, which 
ſometimes attend High-Play, may find an 
agreeable. Amuſement, without Charge or 
Danger. 

Captain Foſeph Rania having, in the Year 
e738, given ſuch Rules and Inſtructions for 
- the noble Game of CHESS, as will perfect 
| . who are ſomewhat ſkilled therein; we 


mall 
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ſnall extract them faithfully for the Benefit 
of our Pupils. It is to be obſerved, 
I. That the pawns of the king, biſhop, 
and queen, muſt move before the knights; 
for were they to move laſt, the Same would 
be crouded by uſeleſs removes. 

II. Play not your queen till the game Is 


moves, but appear in a good ſituation. 
III. For the ſame reaſon, ot giving 
uſeleſs checks. 


tack, or defence, let not any opportunity of 
taking your adverſary's men tempt you, for 
this may divert you from ins the main 
deſign. 

V. Do not caſtle, but when very neceſſary, 
becauſe the move is often loft by it 


without a ſufficient force ; and take care of 
ambuſhes and traps. | 

VII. Never croud your game by too many 
men in one place. 

VIII. Conſider well before you play, what 
harm your adverſary is able to do you, that 
you may oppoſe his deſigns. 

IX. To free your game, take off ſome of 


tho? to ſucceed in your deſign,” you mult often 
give away ſome of your own, as occaſion 
ſerves. 


_ 
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well opened, that you may not loſe any 


IV. Upon being well poſted either for at- 


VI. Never attack, or defend The king, | 


your adverſary's men, if poſfible for nothing; 


X. He 
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X. He who plays firſt, is underſtood to 
have the attack, When the game is opened, 
you mult endeavour to defend in your turn; 
for the defence, if well played, is ſtill the 
beſt againſt the gambets, in which you change 
all your pieces, except the gambet that gives 
3 pawns, which will be neceſſary to keep a 
rook, to conduct your pawns.to the queen. 
XI. A good player ought to foreſee the 
concealed move, from 3 to 5 and 7 moves. 
The concealed move is a piece that does not 
play for a long time, bur lies ſnug, in hopes: 
of getting an advantage. 
XII. At the beginning of a game, you may 
play any pawn 2 moves, without danger. 
XIII. The Gambet is, when he that firſt 
gives the pawn of the king's. biſhop, in the 
2d move for nething, the other keeps it, or 
\ WH takes another for it, if he is obliged to loſe it. 
| XIM The cloſe-game is, when he that 
plays firſt gives no men, unleſs to make good 
advantage; but in giving a pawn firft, he 
loſes his advantage. HY WON. 
XV. He who caſtles firſt, the other muſt 
t Wadvance his 3 pawns, on the fide of his ad- 
 Wvcrlary's king, and back them with ſome 
i Wl pieces, in order to force him that way, pro- 
; W vided his own king, or pieces, are not in 
danger in other places. 1 | 
n XVI. When your Game is opened, to gain 
the attack, you muſt preſent your pieces to 
e . „ 
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change; and if your adverſary who has the 
attack, refuſes to change, he loſes a good 
ſituation ; and either in exchanging, or re- 
tiring, the defence gets the move. Ex. gr. 
XVII. In the beginning of a game, to 
ſnew the neceſſity of play ing the pawns be- 
fore the pieces, if there were but 2 pawns on 
each ſide, on the board, wiz. the pawns of | 
the rooks, the firſt that ſhould play would 
ſoon win the pou by tak ing the other's 
pieces by check ; and that ſituation may 
come in leſs number of pieces. 
XVIII. To play well the latter end of a 
game, you muſt calculate Who has the move, 
on which the game always depends. 
IXIX. To learn well and faſt, you muſt be 
reſolute to guard the gambet pawn, or any 
other advantage againſt the attack; and when 
you have the leaſt advantage, you muſt change 
all, man for man. A draw- game ſhews both 
players to be good. fry ts 


The obſervance of theſe Rules will be of 
great uſe in the practificig of the game, and 
will prevent your making any uſeleſs moves; 
but rules for overſights are not to be given. 


The 
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ſhe GAMBET ſhews the reaſon why. 
He who plays firſt, gives the 3 Pawns 
2 08" EP 's Biſhop. 


GAM I. 


TH IT E, the king's pawn, 2. moves. 

Back, the ſame; 2 moves. Fe, 

W the king's biſhop's pawn, 2 moves. 

B the king's pawn takes the white pawn. 

the king's Knight in the king 8 biſhop? 3 

ee 

B the king's biſhop in kin king's. 2d ſquare, 
the king's bilbop 1 in 1 His queen's biſhop's 
4th ſquare, 

B the king's biſhop 1 gives a check in | the 
white king's. rook's 4th ſquare. —- 

the king's Knight's pawn covers. 

B the pawn takes it. | 

the king caſtles, 

B the ran the white pawn, and gives 

. check. 

the king moves in his rook's place, 

J the queen's pawn, 1 move. 

the king's biſhop takes the biſhop's pawn 
of the black king's biſhop, and gives a 
check. 

B the king takes the white biſhop. 

the knight gives a check in the black 
ing s 4th __ ; 
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B the king moves in his place. | 
W the uten gives a check in the black king's | 
© rook's 4th ſquare, + 

B the king's knight's pawn SY 

W the king's knight rakes it. 

B the king's rook*s pawn takes that Knight, 


W the queen in that pawn, and gives a 
| ; * check. 


B the king moves in his 2d ſnare, 


W the queen gives a check, and mate in the 
black king's biſhop! 8 2d place. | 


The Gamser's defence, who gives 3 Pam 
. and a Biſbop. Gans 1. | 


H T E, the king $ pawn, 2 moves. 
© BLack, the ſame, 2 moves, 
W i king's biſhop's pawn, 2 moves, 
- B the king's pawn takes that white pawn. 
W the king's Knight in his king's bilbop s 3d 
ſquare. 
B the King's biſkiop i in his king's 2d ſquare, 
W the king's biſhop in his out 's _ 
4th ſquare. 
B the king's biſhop gives a check i in the 
white king's rook's 4th ſquare. 
W the king's Knight's pawn covers, 
B the pawn takes it. 
W the king caſtles. 


B the pawn takes the white pawn, , and gives 
a check. | | 


" W] 
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W the king moves in his rook”s place. 


B the queen's pawn, 1 move. | 

W the king's biſhop takes the black king's 

' biſhop's pawn,. and gives a check. 

B the king oo > M6 

W the king's. knight gives a check | in the 
black ing's 4th. ſquare. 

B the king in his Place. 

W the queen gives a check in ie black 
king's rook's 4th ſquare. 

B the kipg's knight's pawn covers it. 

W the king's knight takes that pawn. 

B the rook's pawn takes the knight. 

W the queen takes the black king s ook. 

B the king in his queen's 2d ſquare. 

W the king's rook gives a check in the black 

king's biſhop's 2d (quare. | 

B the king in the queen's biſhop's 3d ſquare. 

W the rook in the black King's knight's 2d 
ſquare. 

B the queen in her king's knight's 4th ſquare. 

And the black will win, 


Defence of the 3 Pawns Gamer at the 14th 
move, GaMe III. 


H I T E, the king's pawn, 2 moves. 
B Ack, the ſame, 2 moves. 

WV the king's biſhop's pawn, 2 moves. 

B the king spaun takes it. 


8 
2 * 
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W the king's knight in his king's —_ 
3d ſquare. 
B the king's biſhop in hls king's 2d ſquare 
W the king's biſhop in his queen's biſhop's 
4th ſquare. 
8B ihe King's biſhop gives a check in the 
white king's rook's 4th ſquare. 
W the king's knight's pawn covers. 
B the pan takes it. 
W the king caſtles. 
B the pawntakes the white pawn, and gin 
n 5 
W the king in his rook's place. 
B the king's bifhop in kis'3d ſquare. 
W the king's pawn, 1 move. 
B the queen's pawn, 2 moves. 
W the king's pawn takes the black biſhop. 
B the King's — . takes the white pawn. 
W the king's biſhop in the queen's 8 
20 ware. 
B the king caſtles. | 
W the queen's pawn, 2 moves. 
| B the king's rook's pawn, 1 move, And 
: the players may /Anith the game, 


> AAS. 


ir the 3 3 pawns Gambet gives you check 
with his king's biſhop, you mult take it, an 
keep your own to the 14th move, to prevent 
his deſigns, in which you _— to oppoſt 
him every move. 
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7 HIT E, the king's pawn,” 2 moves, 

Black, the-ſame, 2 moves. 

W 'the king's biſhop's pawn, 2 moves. 

B the king's pawn-takes it. | 

W the King's knight in his king's biſhop? 8 
3d ſquare, 

B the Nr ae 's-biſhqp 1 in his king's 2d ſquare. 

W the was d 8 3 in ais ne 5 1 8 

B the ER. biſhop gives a check in the 
white King's rook's 4th ſquare. 

W the king's knights pawn covers. 

B the pawn takes it. 2 

W rthekingcaſtits;'' #; 

B TORIES the whirepayn, and gives 
a check. 

W the king i in ts rook's place. 5 

B che keing's biſhop in his 3d ſquare. 

W the queen's pawn, 2 moves. 

B the queen's pawn, 1 move. 

* qucen's knight in her biſhop's 3d 

uare, 

B that queen's biſhop in his king! 8 3d ſquare. | 

W the Lingts biſhop in his queen s 3d ſquare. 

B the queen's knight in his queen's 2d ſquare, 

W the queen's biſhop Way his Ps 8 —_ 8 

4th ſquare. 
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B the queen's biſhop in the white king's 
| knight's 4th ſquare. 
W the queen s knight in his king's 2d ſquare, 
B the queen's biſhop takes the wire knight, 
and gives a check. 

W the rook retakes it. 

B the biſhop i in his king? 8 Knight's 4th ſquare, 
W the queen's biſhop takes the pawn near 
| his king. 

B the king's knight | in his king? s 2d ſquare 
W the queen's biſhop's pawn, 2 moves. 
B the king's knight in his 3d ſquare, And 
the Players Dey nin the Game. 


: 4 2d opening for the 3 Pawns Gamer, thi 
| defence begins at the 144h move. ; Gans V. 


HIT E., the king's pawn, 2 moves 
PEE Black, dhe ſame, 2 moves. 


the king's biſhop's pawn, 2 moves. 

B the king's pawn takes it. 
W the king's knight in his king's bifhop' $ 3d 
ſqſuare. | 
B the king's biſhop i in his king's 2d ſquare, 
W the king's biſhop in his queen's biſhop! 
4th ſquare. 
B the king's biſhop gives a check in th 
| white king's rook's 4th ſquare. 
W the king's knight's gown covers. 
B the pawn takes it. | 

W the! ing eaſtles. 


i 


8. 


W the king in his a | 
B the king's biſhop in his 3d Jr 
W the queen's pawn, 2 moves. 4s 
B the queen's pawn, 1 move. 15 

the queen's biſhop | in his king 8 "biſhop 5 
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p the.pawn takes the white going: and goes 


à check. S113 


s place, 


4th ſquare. 


: the queen 8 biſhop i in his king 8 3 ſquare. 


the queen's knight in her rook*s 3d ſquare. 


the r arm takes the white 1 3 
biſhop. JO 


the queen's knigh' rakes the black queer? 8 
biſnop. 

the queen 8 knight in his queen's 2d ſquare. 

the queen's.biſhop's pawn, 1 move. 

the king's knight's. pawn, 2 moves. 


the queen's biſhop takes the Wee 3 - 


near his king. 
the king's knight's pawn, 1 move. 
the king's knight in his queen's 2d ſquare. 
the king's rook's pawn, 2 moves. 


the queen in her knights 3d ſquare. 


the queen's knight in his 3d ſquare. 
the queen's rook's pawn, 2 moves. 


| the queen's pawn, 1 move. „„ 
the queen's knight in his king's 3d Gare. 
the biſhop f in bis king's! oy aint 4th _ 


ſquare. 
the queen's rock in n his king's place. | 


* . 8 PO in his king's 2d ſquare. 
H W 
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W. the:qu een's k's/pawe;:.z; move. 
B the queen's knight in ie. 3 queer 
biſhop's th ſquare; - : 


W the queen's knight takres) is: 


B the pawn takes that — ery 
W the queen takeathat, black bas. 
B the king caſties;.: 141 $343 ; 1985 


W the biſhop takes che black queen's bilo 


pawn. 
B the queen in her 2d 4 
W che biſnop in his ki Taco wnd cp 
B the queen av her biſhop's 3d e 
W the queen in her 30 ſquarr. 


B the king's knight in his 3d ſquare. 


W the queen's pawn, 1 move. 

B the queen in her ad ſquare. 

W the king's Pawn, x move. 2 013) 

B the knight in the white kings nooks Me 

ſquare. 

W the queen's biſhopys pawn, 1 move. 
B the knight in the white king's biſhops 3 
| ſquare And De Ke _ — 


A 3d Gee 5 * Ae — vor bt 
Sins al the. T4661 move. _ e VI. 


HIT E, the king? evan, 2 moves 


BLack, the ſame, 2 moves. 


W the king's 1 2 moves. 


B the king's pawn takes Rh.. 


5 
l 
" 


a. 
——_ 


16 Riyal GR of Ede. . 147 


W the king's knight i in his king's biſhop? 8 3d 
ſquare. 
B the king's biſhop in his king?: 82d fare.” 
W the king's biſhop in his e biſhop's 

4th ſquare, - | 

s the king's. biſhop. g ves 2 check i in dhe 

| white kings tbok's 4t h ſquare. . ts Wi 

"WW the king's Knight 8 pawh covers. 8 

B the pawn takes it. p 

W the Ling caſtles: 

B the pawn takes the white) pam, 225 gives 

©" check. ad 

the king in his rook's E295 3 

B the King's biſhop i in his 3d Ts 

W the queen's pawn, 2 moves. 5 | 

B the, queen's, ch I; move. 
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the 2 
the ing s rook 1 7 1 A 7 
| fee op᷑s pawn, 1 move, 

5 dien diſhop takes the mhice | ings 


the — 4 8 W N the be Var een. 
N ec 12 


| the queen's pawn oy it. 


H 2 . W 
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W 
B 
Th 


Kein to 5 . nn 


B 


B 


eee * 


the king's knight takes the black biſhop. 


the knight! in his king? 8 3d ſquare. 


the queen's knight in his king's 3d ſquare 


ſquare. 
the queen! in hee kings 8 rook's 2d ſquare 


W the knight in the black Fing's: _ 


the queen's pawn takes the black pawn, | 

the biſhop | in his king*sknight's 4th ſquare, 

the queen's biſhop takes the pawn at his 
king's rook's 2d ſquare. 

the king caſtles. 

the queen's rook in his queen's place. 

the queen in her biſhop's place. 


the king's rook's e takes the White 
knight. | 


the queen's Knight in her biſhop' 8 Lo 
ſquare. 

the queen in her biſhop' s 2d ſquare. 

the queen in the white king's rook's 30 

ſquare. 

the queen in her king s ſecond. ſquare. 


the king's rook in his king 8 biſhop 83 


47 of, 


the IM knight in his 3d "UN 


4th ſquare, © 
the double pawn, 1 move. 


„ 
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B the queen takes the white queen. And 
the players may finiſh the Same. 


4 15 Opening for the 3 Pawns Gans. 
SAME VII. | 37 
H I TE, the king's pawn, 2 moves. 
B Ack, the ſame, 2 moves” 
W the king's biſhop's pawn, 2 moves, 5 
B the king's pawn takes it. | 
W the king's knight in the 3d ſquare of his 
king's biſhop. 
B the king's biſhop in his king's 2d ſquare. 
W the king's biſhop in his queen' $ biſf hop $. 
4th ſquare, 
B the king's ns gives a check in the : 
white king 'r s rook's 4th 8 
V the king's kn ight spawn covers. 
B the pawn takes it. 
the king caſtles, . 
B the pawn takes the white pawn, and gives 
a check. 
che King in his rook's place. 
5 the king's biſhop in his 3d ſquare. 
V the queen” s pawn, 2 moves. | 
d the queen's pawn, 1, move. 
V the: queen's biſhop 1 in his king's biſhop's J - 
4th ſquare. | 
5 the queen's biſhop i in his king's 3d ſquare. 
the queen s knight in her rook's 3d ſquare. 
the queen's pawn, 1 move, 


ne - W 


by 13 
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W the king's pawn takes that pawn, 
B the queen's biſhop takes that White pawn, 
W the King's biſhop takes the black = 
| biſhop. 

B the queen takes the white king? $ biſhop. 
W the queen's biſhop's pawn, 2 moves. 

B the queen in her 2d ſquare,  - 

W the queen in her- knight $ 3d ſquare. 

the queen? s biſhop's pawn, 1 move, 

the queen's rook gives a check. 
the king's knight covers. 

the queen's n in the Mack ling $ n 

ſquare. i qo 

gs king cites 555 0 
the biſhop takes the black Nina. 5 | 
the pawn takes the white biſhop... 
the queen in her kin 5.30 ſquare, | 
the King“ $ knight i in hs 3d ſquare. 


the queen's Knight in Yor bi biſhop's 26 
E 


Ne. s. knight in her ragk's 30 


Fey queen? 8 rook's. pawn, 2 moves. 
the queen's rook in his King?s p place, | | 
; 


the queen in the black king? 's Took 
ſquare. 


the queen's rook takes a white rock. 
the king's knight takes that black rook. 


the queen in the white king's Knight's 4h 
„ ware. ©. - 


„ 


ws = 


-_ 


2 74 * 


de * 
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W the queen takes: the black pawn near r her 
„ 

B the King in his knight s 2d ſquare. N 
W the queen's knight in his King's 3d ſquare, 
B the queen _ a cbecki in the n denn 8 

- 4b. Ic 427 1 

W the roo * 

B the took in his king's place. And. the 
players my finiſh the __ 


FTP — 
© Ib „ KG at mn $0 ws, a , ; P * 1 
, 2 ne — 2 2 2 e- . J 


m * 8 C n — 4 
FF.... . 2 eo CE IE, 


Oue, Pawns Gauzer, which gives 4 Knight 
and bis Queen, 10 give a Check, and male 
with bis Ven 4 Biſbop. | Ganz VIII. bo 


HIT E, ieee 2 moves. . 
N22 the ſame, 2 moves. 
W the ing 8 pawn, 2 moves. 
the inge ci in is bi 4 | 
B the king's knight's pawn, 2 moves. 
CV: the king's biſhop in his * | 
4th ſquare. | 
B the queen's pawn, 1 move. 
[4 the queen's pawn, 2 moves. 
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0M B che king's rook's pawn, 1 move. 15 
iche king's rock's pawn, 2 moves. a 

B the king's biſhop in his knight's ad ſquare. 
„iche king's rook's pawn takes the black 


pawn, 
B the king's rook's pawn takes the white 


W pawn, 
H 4 | W 
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W n rook takes the black king', 


B the kin *%biſhop takes the white rook. 
W the Fing* s knight in the black King? $ 4th 
ſquare. 

B _ queen's pawn cakes the white king's 

5 nigne. 
W the queen in the 4th ſquare of. the black 
king” s rook. . 

B the queen in her king's biſhop? 8 3d ſquare 

W the queen's pawn takes the black pawn. 

B the queen in her king's knight” $ 2d ſquare, 

W the queen's double pawn, 1 move. 

B the king's knight in his rook's 3d ſquare, 

W the queen's pawn takes the black pawn, 
and gives a check. 

B the king in his biſhop” s place... 

W the queen's biſhop takes the Viack pawn, 
in his king's biſhop's 4th ſquare. 

B the queen's biſhop in the white king's 
 knight's 4th ſquare, upon the white 
queen. 

W the queen's biſhop takes che black queen 's 
biſhop's Faun. 

B the queen's biſhop takes the whits queen. 

W the queen's biſhop. gives a check, and 
mates at the black "—_ 3d 4 8 5 


Defence 


The Royal Game of Cnxss, 1 2 53 


Defence of the ſame Gals, — gives a 


Knight and his Queen, 10 6 Chech, 4 
mate, GAME IX. 


rH ITE, the king's pawn, 2 moves. 
Black, the ſame, 2 moves. Fu 
W the king's biſhop's pawn, 2 moves. 
the king's pawn takes it. | 

W the king's knight in his biſhop's 3d Share. 

B the king's knight's pawn, 2 moves. 
W the king's biſhop in Hil queen's biſhop's 
4th ſquare, 

B the queen's pawn, 1 move. 
W the queen's pawn, 2 moves. 
B the king's rook's pawn, 1 move. 
W the king's rook's pawn, 2 moves. 


* 


W the king's rook's Jy” takes the 
pawn. 
B the king's rock's pawn takes the white 
pawn. 
W the kingꝰs rook takes the black king*srook. 
B the king's biſhop takes the white rook. 


ſquare. 


knight. 
W the queen in the black king's rook's 4th 
ſquare. 


H 5 


B theking's biſhop i in his knight's 2d * 


W the king's knight 3 in the black king's 4th 


B* the- queen's pawn takes the white king” 4 


B che. queen in her king's biſhop” 8 3d Sas, 
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W the double pawn takes the n pawn, 


. 155 t Knight in his 


B the queen's Knight in his King's 44h {quare, 


W the queen's pawn takes the black pawn. | 
B the queen in her King's knight's 2d 
' ſquare. : 
W the queen's double pawn, I move. 
B the king's knight in his king's 2d ſquare, 


and gives a check. 
B the King in his biſhop? $ place. 
W the queen's biſhop 1 in his queen 8 2d ſquare, 
en 8 2d 


ſquafe. 
W the the queen? s biſbop in his W's ſquare. 
W the queen's knight in his, queen's 26 


ſquare. 
B the queen's biſhop in the white King's 
knight's 4th ſquare, upon the White queen. 
W. the. VE, in her king's s rgek's ad ſquare. 
B the rook in his queen's place. a 
W the king's biſhop in his ques! 8 knight 
B 
W 


ä 


— 


4d ſquare. 55 
the queen 's biſhop's | pawn, 2 moves. 
the queen's knight in his queen s biſhop's 
4th ſquare. 
B theking's knight in his 3d fquare. 
W the king in his biſhop's 2d ſquare. 
B the rook in the white —_—_ place. 
W the rook takes the black rook. 
15 the queen's biſhop takes the white rook. 


the wen in her Ling! 8 rook's place. 


* 


The Royal Game of Cuzss. 155 
B the.-queen's biſhop in the white king's 
knight's 4th ſquare. f 
W the knight in the back queen's 3d ſquare. 
B the king's knight in the white, ir 
rook's 4th | 
W the knight 1 in the black head place. 
B the queen in her king's rank 38 f uare. 
W the knight in the black queen's 3d ſquare. 
B the queen's knight'y pawn,. 1 move. 
W the queen in her king's place, . ' 
B the king's knight takes the white * 
knight's pawn. 
W the king takes the black knight. | 
B the the queen gives a check in the white 
king's rook's 3d ſquare. 
W the king in his biſhop's 2d ſquare. =. 
B the queen gives a check in the white kings 8 
rook's 2d ſquare. f 
W the king in his biſhop” $ place. ava 
B the queen's biſhop gives a check, and 
mate in the white king's rook's 3d 
ſquare. 


Another Sub for tbe * Defence. 


GAME X. 


| GER the king's ha 2 moves. 


BLA ck, the fame, 2 moves. 
W the king's biſhop's. pawn,. 2 moves. 
B the king's paws takes it. 


BW V. the king $ knight in his biſhop's 3d ſquare. 
| H 6 B 
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B the king's knight's pawn, 2 moves. 

W the king's bithop 3 in — queen's biſhop! $ 
4th ſquare. 

B the queen's pawn, 1 move. £ 

W the queen's pawn, 2 moves. 

B theking's rook's pawn, 1 move. 

W the king's rook's pawn, 2 moves. 
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W the king's rook*s pawn takes the black 
pawn. 


pawn, 
W the wing: s rook takes the black king's 
FOO 

B the king's biſhop takes the white rook. 

W the king's knight in the black · king s 4th 

n 

the queen's pawn hes the white king $ 
knight. 


| ſquare. 

the queen in her king 8 biſhop? s 3d ſquare. 

the queen's pawn takes the black pawn. 

the queen in her wag s knight Ss 2d 
ſquare. 

the queen's double pawn, 1 move. 

the king's knight in his biſhop's 3d ſquare. 

W the queen's pawn takes the black pawn, 

and gives a check. 


B the 2715 in his —_— 8 place, 


9 5 1255 6 =. 


B the king's biſhop in his knight's ad ſquare. 


B the king's rook's pawn takes the white 


the queen in the black king's bY Ach 


W 


Se 


— 
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W the queen in her king's biſhop's 3d ſquare. 

B the queen's ' 1 in her biſhop's 3d 
ſquare. 

W the queen in her rook's 3d, ſquare, | and . 
gives a check; | 

B the queen's knight covers at bis king 8 2d ; 

awe: = <7: 

W he ueen's biſhop i in his queen's 2d ſquare: 

B the 1 takes the pawn in the white 
King's 4th re... 

W the queen's biſhop in his queer's knights 
_ 4th ſquare, 

B the queen in her Klug 's al ſquare. 

W the king in his biſhop's place. 

B the queen 's biſhops pawn, 2 moves. 

W the queen's biſhop in his King's aol ; 

B the queen's biſhop in his king” $ 3d ſquare. 

W the king's biſhop in his queen's 3d ſquare. 

B the king takes the white pawn. 

W the queen's —__ in her biſhop's 3d 
ſquare. 

B the knight gives a check in the white 
king's Enight? s 3d ſquare. N 

W the queen's biſhop takes that black knight. 

B the pawn takes the white queen's biſhop. 

W the knight! in his king's 4th ſquare. 

B the queen's rook in his king's biſhop's 
place,” © I 

V the queen's ek * hid king? 8 place. 

B the king in his knight's place. And the 
players may finiſh the game. - 


CY - 


158 The un Gauen ER. 


12 


4 Ganzar, __ waries * 5 | Gamer, 
GAME XI. 


HI TE, the king's 7 * 2 moves, 
VV BLack, the ſame, 2 moves. 
che king's biſhop's pawn, 2 moves. 
the king's pawn takes it. 
the king's biſhop in his queen's biſhop's 
4th ſquare, 
the queen gives 4 check in the white 
king's rook's 4th ſquare. 
the King moves in his biſhop's place. 
the queen“ S$ pawn, I move. 
the queen's pawn, 2 moves. 
the king's knight's pawn, 2 moves, 
the king's knight in his biſhop's 3d ſquare. 
B the queen in her king's rook's th ſquare. 
W the queen's knight in his biſhop's 3d 
ſquare. 
B the king's knight in his king? $24 ſquare. 
W the king's rook's pawn, 2 moves. 
B the king's rook's pawn,” 1 move. 
W the king in his knight's place. 
B the king's knights pawn, 1 move. 
W the king's knight in his king's place. 
B the double pawn moves in the white king's 
biſhop's 3d ſquare. | 
W the king; s knight's pawn takes it. 
B the king's knight's pawa takes the white 


pawn, 8 
W 


TN x: 
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W the king's knight takes the black pawn. 

B the queen's biſhop in the white king's 
-knight's 4th ſquare. - - 

W the king's biſhop in his king's 2d ſquare. 

B the queen's rook's pawn, 1 move. And 
the | Players may. fiouh the game. 


Second Opening for thi fame Ga A M BE 7. 
Game XII. 


HIT E, the king's pawn, 2 moves. 
| Bl Ack, the ſame, 2 moves. 
the king's biſhop's pawn, 2 moves. | 

B the king's. pawn takes it. 

W the King's biſhop in his queen” $ biſhop's 8 


ath ſquare. 
B the IE urn gives a check in the white king? 8 
*s 4th ſquare. 


W thi Een 52 in his biſhop's hrs 
B the queen, spawn, 1 move. 

W the queen's pawn, 2 moves. 

B the king's knight's pawn, 2 moves, 
W the-king's knight in his biſhop's 3d ſquare. 


B the queen in her king's rook's 4th ſquare, 
W the queen's knight's pawn, 1 move. 


2d ſquare. 
W the queen's biſhop in his knight's 2d 


ſquare. 
B the king's rook's pawn, 1 move. And 
the players may finiſh the game, 
Third 


5 the ing's biſhop in ** king's knight's 
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Third Opening 8 the ſame . 
GAME XIII. . 


HIT E, the king 8 pawn, 2 moves, 
BLlAck, the ſame, 2 moves. 
W the king's biſhop's pawn, 2 moves. 
B the king's pawn takes it. | 
W the king's biſhop in his queen's biſhop's 
4th ſquare, 
B the queen gives a check in the white 
5 king's rook's 4th ſquare. 
ki 4 W the king moves in his biſhop's place. 
To B the queen's pawn, 1 move. 
W the queen 's pawn, 2 moves. | 
B the king's knight” S pawn, 2 moves. 
W the queen's knight in her biſhop's 3d 
ſquare. 
B the king's biſhop in his knight s 2d 
r 
W the queen's knight in the black queen ''s 
4th ſquare. __ 
B. the king in his queen s place. 
W- the king's knight in his biſhop's 3d ſquare. 
B the queen in her king's rook's 4th ſquare. 
And the players * Hniſh the game. 
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_— Opening for Fg f es G AM BE 7. 
Game XIV. 


HITE, the king's pawn, 2 moves. 
BLAck, the ſame, 2 moves. 

W the king's biſhop's pawn, 2 moves. 

B the king's pawn takes it. | 

W the king's biſhop in his- queen's biſhop's 

4th ſquare. 
B the queen gives a check in the white king's $ 
_ Took's 4th ſquare. = 

W the king moves in his biſhop's place. 

B the queen 's pawn, 1 move. 

W the:queen's/pawn, two moves. 

C the king's knight's pawn,” 2 moves.. 


ſquare. 

the king's knight's pn i move. 

B the queen in her king's rook's 3d ſquare. 

the King's knight s pawn takes the black 

pawn. 

B the queen 's knight takes the white queen! 8 
pawn. » 

the queen in her 3d . 

d the queen in her king's biſhop's 3d ſquare. 
the king's biſhop's pawn, . 1 move. 

B the queen? 8 knight in her biſbop' 4 3d 

quae. | 


; | 
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W the queen in her king's biſhop” s 3d ſquare. | 
Þ the. queen's La cn in ow nee 20, 


' Wy ** 'skoightin in her biſhop 8 30 ſquare. 
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5 the queen's knight in her king 8 4th ſquare. 
And dhe plapers may finiſn the game. 


1 125 Opening for pb; * on AMBET, 
| . Ganz XV. 


-HITE, the Bingo bene 2 moves. 
BLack, the ſame, 2 moves. 
W. the king's biſhop's. pawn, 2 moves, 
B the king's pawn takes it. 
W the king's biſhop in his queen's biſhop's 
41h ſquare, 
B the queen gives a check inthe whit a 
rook's 4th ſquare. 
W the king moves in his biſhop's place. 
B the. queen's pawn, 1 move. 
W the queen's pawn, two moves. 
B the king's knight's pawn, 2 moves. 
W the queen in her king's biſhop's 3d ſquare, 
B the-queen's biſhop in the white king's 
_ knight's 4th. ſquare. 
W the queen in her Lasche 34 ſquare. 
And the players r may finiſh the me. 
Mater Opening of ae Gu A M3 E r. 
GAME XVI. . 


HIT E, the Linas FR 2 moves. 

Aae, the ſame, 2 moves. 4 
W the king's biſhop's pawn, 2 moves.” 
ot the king's pawn us! Winz. 


» 


A 
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W th king's knight in his king 8 1 oo 

ſquare, 

B the queen 's Pawn, 1 move. 

W the queen's pawn, 2 moves. 

B the king's Knight's pawn, 2 moves. 

W. the king's. biſhop in his Pen: $ Po 
4th ſquare. He 

B the king's rook's pawn, 1 move. 

W the kipg's rook's pawn, 2 moves. 

B the king's biſhop in his king's knight's 

2d ſquare, And the "Oo rr am | 


the game. 


Second. Opening for the ir 0 4 ao B * Ter F 
Gau X 


898 ; 


7 


TH T E, the king? 8 pawn, 2 moves. 
BLACK, the ſame, 2 moves. 
W the king's biſhop's pawn, 2 moves. 
B the king? s pawn takes it. 
W the king's Knight | in his biſhop! $3d 88 7 
8 the queen's Knight in her biſhop's 24 
_ f(uare.. - 
W te king's biſhop. in his "_ 8 biſhop $ 
ach ſquare. 44% py) 
B the queen's pawn, 1 move. 7 
W the King's biſhop inthe black queen's 
knights 4th ſquare. ' 
| th queen's biſhop in. bis auen 's 20 

G 

W the queen's pawn, 2 moves. 
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B the king's knight S pawn, 2 moves. 
W the king's rook's pawn, 2 moves. 
B the king's knights pawn, 1 move. 
W the king's knight in the black King's 
knight's 4th ſquare. 
B the king's rook's pawn, 1 move. And 
the Players may finiſh the game. 
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* Opening of be K GAMBET, 
Game XVII. | 


H I TE, the king? s pawn, 2 moves. 
Black, the ſame, 2 moves. 

W the king's biſhop's pawn, 2 moves, 

B the king's pawn takes it. 

W the king's knight in his king 8 biſhop $ 2d 

ſquare. 

B the queen spawn, 1 move. 

W the queen's pawn, 2 moves. 

B the king's knight's pawn, 2 moves, 

W the king's rook's pawn, 2 moves. 

B the king's biſhop in his king's 2d ſquare. 
W the king's rook's pawn takes the black 

8 

B the king's biſhop takes the white pawn, 
W the king's biſhop in his queen's biſhop's 
4th ſquare. 5 
B the queen s knight in her biſhop” s 3d ſquare, 
W thequeen's knight! in her biſhop*s 3d ſquare. 
B the queen's biſhop in the oro king's 

knight's w_ ſquare, 1 


The Royal Game of Cn. 165 


W the queen's knight in the black queen 8 
4th ſquare. 
B the king's knight in his biſhop” 8 3d ſquare. 
W the queen's knight takes the black pawn 
in his ge kn bilhop's 4th ſquare, _ 
'B the king's night fakes the white king's 
pawn. . — £ 
W the queen in her king! „ ad 9 
B the king in his queen's 2d ſquare. _ 
And the payers may finiſh the game, 


1 Queer? 5 Gauzer, which gives 2 Pawn, 
with a deſign to catch ber adverſary's Queen's 
Root; and it varies in 2 or 3 wes in the 
Jon view, GAME XIX. 


HIT E, the 8 8 pawn, 2 moves. 

BLACK, | the ſame, 2 moves. 

W the queen 8 biſhop 8 Langen 2 moves. 

B the queen's;pawn takes it. 

W the king's Faith 2 moves. 

WB the queel's night's pawn, 2 moves. 

k W. the queers biſhop in his king 8 ee 

4th (quare. 

B the king's pawn, 1 move. 

e queen s knight 1 in her biſhop's 3d ſquare. 

B the ens rook's pawn, I move. 

W-the Teen s rook's pawn, 2 moves. 

3 the queen's knjght's pawn, 1 move. 

* 4 ** queen's knight in his place. 
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166 The Count GAMEST ER. 
W the king's knight in his biſhop's 3d ſquare, 
B the queen's knight in her rook*s 4th ſquare, 
W. the queen's knight in his queen's 24 
ſquare. 
B the queen's biſhop" IT her Knight 8 2d 
n 
w the king's biſhop in his king? s 2d ſquare, 
B the king's knight in his biſhop's' 3d {quare, 
W the king's pawn, 1 move. 
B the king's knight in his queen's 4th ſquare. 
W the queen's biſhop | in the king's knights 
eee, 
B the double pawn in the white queen's bi. 
| thop's 3d ſquare, And the Players may 
finiſh the game. 


Opening that gives no Pawns at the 2d more. 
i. e. Close Game. Gau XX. 


N IT Es the king's pawn, 2 moves. 
BLAck, the ſame, 2 moves. 
W the king's biſhop 1 in his queen's. biſhop's 
4th fquare. © © 
B the king's biſhop in his Jueen's biſhop's 
4th ſquare. | 
W the queen's biſhop? spawn, 1 move. 
B the queen's biſhop's pawn, 1 move. 
4-4 che . pawn, 2 moves. 
B the King's pawn' takes the White pawn. 
W the queen's biſhop's pawn takes the black 


pawn. | 


=_ 


Abe Royal Game of CRE. 164 
B the king's 2 moves in his queen's 
Laighes 3d iq 02 
W the queen's knight, in in ber biſhop 8 3 

et e 2 
B the king's knight! in nie kings 2d 
ſquare: : o COVE 1,01 e gatl. 11 1 2 1122. S F 
ebe queen's. biſhop in 'the black kings. 
Knight's Sah, ſquare. 
g the king's biſhop's pawn, I move. 
W — ere n his king's rook's FY 
are A 231 at 37754 
B the queen's pawnz owe 
W the king's pawn takes it. bus 
5 the queen” 8 W N takes the white 


„ 


pan. 
W the king's biſhop i in his is queen's knight 3 
ach qnare. | 
B the king caſties. 00 f 4 11 5 
W the king's. knight Asie 8 5 8 
B che queen's”. knight in her TR 3d 
ſquare. 
W the king caſtles. © | 
B tlie queen's: biſhop nber king's 24 81 
the King's biſhop's pawn, 2 moves. 
B the king 8 DOG: in brow Sewn, G8 Ah 


7 the queen” 8 bimop i in his kirg's biſhop's 
_ 2d ſquare, 
ö the king's: rovk's Doan 1. move. And 
the players may finiſh the game. 
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cos k- GAME, Gan XXI. 


8. 2 


7 H IT E, * king“ 8 pawn, 2 moves. 
. BLack, the ſame, 2 moves. 
W che queen's biſhop's pawn, 1 move. 
B the queen's buhop's pawn, 2 moves. 
W the king's biſhop in his __ s biſhop' 
441th ſquare... 
B the queen's. pawn, : move. 924 
W the king's knight in his Lage 8 2d ſquare. 
B the queen's e in n en 8 3d 
lquare. - i #2546; 
W the king's biſhop wakes i it. 2 
B * — s biſhop's pawn cakes the whit 
r 
W the queen in her knight s 3d ſquare. 
B the queen in her ſecond ſquare. 
W the king's biſhops pawn, 2 moves. 
B the queen's: knight in her * 2d 
ſquare. 2 
W the king caſtle. 3 
B the king's N in his. uber. za 
ſquare. S „ / t 
W the queen's pawn, 1 move. i p 
B the king's biſhop in his king's 24 ſquare. 
W' the queen's biſhop. in her king's 3d ſquare. 
| B the king caſtles in his queen's biſhop's 
E 5 51 PRO 9 n w . the 
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Opening 


The Rojil Game of ca. 7 x69! 


Opening for the Ciou-Gauts, 0 XIII. 
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HITE, os hineh 8 pawn, 2 moves. 
„Bra c the ſame, 2 moves. CF. 
j the king's biſhop 1 in his omar bilkop's 
re. Cade {11 0 4 £ "Aft LZz $13 
p the king's Knight s pawn, 1 move. | 
the queen's pawn, i move. 
B — biſnop os his - knights 8 
{quare, voin £ N 4 © ip 2113 Ys, 
the queen'g knight in herbiſh Yr re 
the queen's pawn; i move. py Up 205 Bo 
the king's knight in his King's 2d Eures 
the queen's biſnop's pawn, i more. 
the queen's biſhop in her kidg's 3d ſquare. 


the queeny's: biſhop in her King's 34 
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ſquare. 193 108 1A 2 449 ↄ .f fs WAP. 
| the king's biſhop i in his qucens Knight's 


3d ſquare; i 203 7 
the king's knight i in | bis bilbop's ad dare. 
the king caſtles. | : 
the king caſtles. id h Wo 
| the king's biſhop's Fes ny 2 moves: s fd 
the queen 8 Liſhop takes the white Sing $ 

.- biſhop; -* i : * 
the queens rc rook's pawn rakes the black 

iſhop. 
the queen's knight. in ki ———_ 328 
arg, And the eren 78 1 the 
ning Seme. 2 0 


1 * — 


1 | lber 


2 


—* 2 . c˖ 4 ee 4's AE 


J theking 's knight 3 in his king's 2d ſquare. 


W theking's knight 1 in his biſhop 53d ſquare 


x70. The:CovntT GAMESTER, 


Another Cloſe- Game; XXIII. that give 10 


1 at the 2d move. 
LACK, e pawn, 2 moves. | 
5 Bee bibop in bis quees EE. 

the king's bi op in his ee ˖ 
| 4th: ſquare. : 
W the queen's. biſnop's pawn, x move. 


B the queen's biſhop's pawn, 1 move. 


W the queen” $ pawn, 2 moves. 

B the king 's. pawn takes that pawn. : 

W the queen's biſhop's pawn takes it, | 

B the — biſbop in his * s knight! 
3d ſquare. 

the kings biſhop's pawn, 2 moves, 


W the queen's ON in her oeſhog's 9 2d 
r 

B the queen's pawn, 2 moves: 

W the king's pawn, 1 move. 

B the king caſtles. 


B the queen's biſhop in the white king 
knights 4th ſquare. 

W the king's biſhop in his king's 2d ſquare, 

B the king's biſhop's pawn, 2 moves. 

W the king caſtles. 

B the queen's knight in his queen's - 


Uare. 


W the queen's biſhop i in her king's 3d quan 
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B the quarts biſhop's pawn, 1 move. 

W the queen's pawn takes it. 

B the queen's knight takes the white payn 
in her biſhop! s 4th ſquare, F 

W the queen's knight takes the black queen's 

pawn. ; | | 

s the queen takes the white queen's s knight. 
W the queen takes the black queen. 

B the king's knight takes the white queen. 

W the — biſnop in his queen 's ppb 

uare. 

B the queen's rook in his queet's place. 

W the queen's rook in his queen's place. 

And the players may finiſh the game. 


CLOSE-GAME. Gau XXIV. | 


Wurr e, the ſame, 2 moves. 
B the queen's biſhop's pawn, 1 move. 


4th ſquare. 

B the queen's pawn, 2 moves. 

the king's pawn takes it. 5 

d the queen's hey” 5 pawn, takes the white 
pawn, 


3d ſquare. 


ſquare. 
the queen's pawn, 1 move. | 
0 Ta | B 


Wa the king's pawn, 2 moves | 


the King's biſhop in his —_ era 


the king's biſhop 1 in his queen's 8 night 1 
V the queen's knight in her biſhop's 54 
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172 The CouRT GAMESTER, 
B the queen's biſhop in her king's 3d ſquare, 
W the king's knight in his biſhop! s 3d ſquare, 
B the king's biſhop in his _ 8 3d ſquare. 
W the king caſtles. 
B the king's! rook's pawn, 2 moves, 
bs the queen' 8 knight in ber biſhop 8 3d 
ine. 


2d ſquare. - 
W the queen's rook's pawn, 2 moves. 
- B the king's knight in his biſhop's 3d ſquare, 
W the queen's knight in his King's 2d ſquare, 
B the king's knight in the white King's 
knight's 4th ſquare. 
W the king's rook's nf e 1 move. 
B the queen in her king's 2d ſquare. 
W the king's rook's Pawn takes the black 
knight. 
B the king) s rook's pawn takes FR white 
pawn. 
W the king's knight i in his king s place. 
B the queen in the white king's rook's 4th 
ſquare. And the woe loſes my * 
moves. 2 - 


{x CLOSE. GAME. XXV. 


H I T E, the queen's pawn, 2 moves 
BL Ack, the ſame, 2 moves. 
W the king's pawn, 1 move. 
B the queen's biſhop 1 in his king's biſhop" 
* 4th ſquare. W 


B the king's biſtwp 1 in his queen's biſhops 


— ry 7 ws <<Y 


The Royal Game of Cuzss. 173 
W the queen's biſhop's pawn, 2 moves. 
B the king's. pawn, 1 move. 
W the queen's rook's pawn, 1 move. 
B 1 queen's biſhop takes the white queen's 
knight. os . 1 n 
W the — rook takes the black queen's 
biſhop. _ . „ To ell 
B the queen's. biſhop's pawn, 1 move. 
W the king's knight in his biſhop's 2d ſquare, 
B the king's knight in his biſhop's 3d ſquare. 
W the king's biſhop in his king's 2d ſquare. 
B the queen's knight in her 2d ſquare. *' 
W the queen's knight's pawn, 2 moves. 
B the queen's pawn takes the white pawn.” * - 
W the king's biſhop takes the black/pawn. 
B the king's biſhop in his queen's 3d ſquare. 
W the queen's knight's pawn, 1 move. 
B the king caſtles, 5 Te 
W the king caſtles. | in, 
B the king's rook's pawn, 1 move. 
W the rook in his king's placde. 
B the queen's knight in his 3d ſquare. | 
W the king's biſhop in his queen's 3d ſquare. 
B the queen's biſhop's pawn takes the white 
pawn. . : 
W the queen's rook takes the black pawn; + 
B the king's knight in his queen's 4th ſquare. 
W the queen's rook in her knight's 3d ſquare, 


2 


5 


OE the queen in her biſhop's 2d ſquare, 
W the king's pawn, 1 move. 4 
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174 The Couxr GAMESTER, 
B the king's knight in the white queen's 


biſhop's 3d ſquare. 
W the queen in her biſhop's 2d ſquare. 


B the king's knight in the white queen's 


rook's 4th ſquare. 


W. the queen in her 2d ſquare, 
B the knight in his queen's 2d ſquare, 


W the king's pawn, 1 move. 


B the biſhop in his king's 2d ſquare, 
W the king's biſhop in the queen's Knights 


place. 


B the king's rook- in his queen's biſhop's 


place. 


W thequeen in her 2d ſquare. - 


B the king's knight in his biſhop's place. 
W the queen's biſhop in his king's 3d ſquare. 
B the king's knight in his queen's Knight's 
T 
W the king's rook's pawn, 1 move. 
B the queen in the white queen's biſhop's 
4th ſquare. And the players may finiſh 
the game. Dew. 


CLOSE-GAME. XXVI. 


LACK, the king's pawn, 2 moves. | 
Wirz, the king's pawn, 1 move. 
B the queen's pawn, 2 moves. 
W the fame, 2 moves. 
B the king's pawn, 1 move. 
W the queen's biſhop's pawn, 2 moves. 


— 


The Royal Game of Cn RS. 175 
B the queen's biſhop's pawn, 1 move. 
W the queen's knight in her biſhop's 3d 

re. 

B the queen's biſhop i in his king's 3d ſquare. 
W the queen's biſhop's pawn, x move. 
B the King's knight's pawn, 1 move. 
W the king's knight in his king's ad ſquare. 
B the. king 8 biſhop | in his 1 rook's 3d 


w the king 8 night's pawn, 7 move. 

B the king s knight in his biſhop's 3d fquare. 

W the king's biſhop in his knight's ad ſquare. 

: the-queen's knight in her rook's 3d ſquare. 
1een's root 8 Pawn, 1 1 move. 

B f ch quen's ro ; 


W the King's rooke rook's pawn, 2 moves. 
B the king's knight in the white ** 


wi 


'; 


knight's 4th ſquare. — 
W the king's "_ in his biſhop's 4th 
's ſquare. 
B the king's takes the white knight. 


biſhop. 

B the king's rook's pawn, 2 moves. 

W the queen's biſhop in her king's 3d 
ſquare. And the Rum Nr im che 
gam. 


W the king's pawn takes the black king's 
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176 The Court GAMESTER, 


end 5 a na nove, in 3 the 
White wins by the moves, tho* inferior as 10 
the number of Fieces. GAME XXVII. 


* 11 IT E, the Ya in | his biſhop” 8 place 
VV a biſhop i in his queen's place. 
the queen's knight in his 3d ſquare. LE 
the other knight in his e 3 rook's 4th 
e. 
a rook in the black queen? srook's 30 ſquare, 
joy queen in the black king's 3d ſquare, 


a pan in the king's knight's 2d ſquare. Wl 1 
a pawn in the king's rook's gd ſquare. 


Blacks, the king's in his queen's Place. 


a a pawn in the king's biſhop? 8 Ath ſquare, 
a pawn in the white queen's ath ſquare, \ 
_ A pawn. in the black king 8 4th are. 7 


Situation of the Black for the Jane, 


- a rook in his king's place. 8 
a rook in his queen's biſhop" s place. . 
a knight in his king's biſhop's s 2d ſquare. Mp 


a a biſhop in the queen's rook's place. Mc 


a a biſhop in the queen's biſhop's. 2d ſquare. WM 
a pawn in the king's 2d ſquare,” 4 
a pawn in the queen's 3d ſquare. 

a pawn in the king's biſhop's 4th ſquare. 
apa in the whiteking'srook's 4th ſquare. 

a pawn in the white King's * 3d \ 
ſquare, Black, 


The Real Game 7 Cars: 17 


Black, the queen in the white king's 3d ſquares 
And the w white muſt play the firſt, _ 


White, the queen gives a check 1 in "he Meck 
queen's 2d ſquare. 

Black, the king takes the « queen. ix af 

Wa knight gives a check in the black queen 5 
biſhop's 4th {quare.' . 7 8 

B the king in his queen's ein 

W the fame knight gives a check in the black 
king's 3d ſquare. 

B the king in his queen's 2d ſquare., - my 

W the other knight gives a check i in the black 
queen's biſhop s Ath ſquare. ot 

B the queen's pawn takes the Knight. 9111 

W the biſhop gives a check 1 in his mo 
rook's 4th ſquare, © 

B the white biſhop covers. Fw 

W the biſhop takes it, and gives a . 

B the king takes the white kni he. | 

W thequeen's pawn, gives a chec and mate. 


And it would be the ſame, if the black 


. takes the Knight that gives the firſt 
chec 


N —_ 


ther 3 of the Aller 27 of a 
Game. XXVIII. 


5 \ 7 HIT E, the king in the black king 3 
biſhop's Place. | 


Te b | White, 


178 The Coun T GAMESTER, 
White, the queen's rook in his queen's place. 
the king's rook in his king's biſhop's 
n 
the king's knight in his king's biſhops 
3d ſquare. 

the king 8 n in bis king's 4th ſquare, 


Black, the king i in his 3d ſquare. 
| the king's pawn in his king's 4th ſquare, 
the queen in the white queen's rook's 4th 
ſquare. 
2 ard rook in his queen? s knights 
3.4 
the — s knight in her biſhop $3d ſquare, 
the king's knight in his Ling s rook's 3d 
n. 
the king's rook in his my $ knights 8 3d 
{quare, 
the queen's rook's pawn in his rook's ſquare, 
the queen's knight's pawn in his queen's 
« KEnight's 3d ſquare, 


And the white muſt play in three moves, 


will give a check, and mate to the black 


Y 
King, 


white king's knight's 4th ſquare. 
Black, the rook takes the white knight. 
W the king's rook gives a check in the black 


| | White, the king's $ Enight gives a check in the 
| king's biſhop's 3d ſquare, 


The Royal Game of CES. 179 
B the king takes the white rook. 


W the queen's rook gives a check, and mate 
in the black . 3d | 


SrvATION 0 the latter end 7 another Ga 
no XXIX. ate 


LACK. the kung in 83 aer. 
the queen's rook in his place, 
the king's rook in ny n biſhop $ 


Sr 


White, the king } in a black queen! 3 36 
ſquare. 
the _ rook in his 3d pure. | 
The black to- play. 5 


. 


= 
8 4 * — 
wad "YT hf * 


Pack, 1 FOR 78 N in | bis 4h 8 
W the rook — the black king's rook. 
B the queen's 8 rook gives a check in his 30 


ſquare. 
W the king in the black king's at ſquares: 
B the queen's rook gives a check in his 4th 
ſquare. And wins the * in taking 
the wm rook. Spe | 


- 


A ithe king's rook's pawn in his place. 


te king's biſhop in his place. 


180 The Coo: ar ou, 
"Miners of 4 Voie 3 wary the 
Knight, gives mate. Gams XXX. 


HII E, | the king in his knight 
Place. l SS) WW Nl 

the! queen in thoblatequeer 8 rook's place, 

the queen's rook in his place. 

the King's rock in his king” s place. 

a knight ia his.queen's 2d ſquare. 


the king's knight's pawn. in his place. 
the queen $ . > e in his * 

2 £3891) | 
"Black, the ig in his knight? $ place. 
the queen in her king's 2d ſquare. 

a knight in the white king's knight's 4th 


ſquare, 


the king's rook's pawn in his place. 
the King's knight's pawn in his place. 


| ; the quens” s knights pawn in his 3d _ 


The black to play. 


Back, " the queen gives a check! in her biſhop 


Ah ſquare. 
W the king in his rook's bre. 
B the knight gives a check. 
W the king in his knight's place. 
B the knight gives a check in the white 
king's rook's 3d ſquare, A 

p 4 NL 


— 


+ The Rayal Game f CMRSGAU. 183 
Ang che check is double by the queen, 
White, the king in his rook's place. 
Black, the queen gives a check in the W 
King's Knight's place. 
W the — 5 takes the black queen. : ed We 
B the knight gives a check, and mate in the 
white king's CE 3 2d en, 0 


-_ 


SITUATION to give a check, and mate with a 
_ Knight anda; Biſhop, in which 1he Biſhop 
— be of the ſame colour as the corner of 
the C * to carry the Ki ing alone in u. 
Long 1 XXXI. * 
bl a1 i 2 . | 
7 HI TE, hs king? in his rook's place. 
Black, king i in the white King's. bi- 
ſhop's 3d ſquare. 
the Knight in the white king's rook's $3d 
_ ſquare, 
the blog in the white king 8 Knight's 30 
- fquare, 
M And the black to play. 


Black, the kni night gives A check i in the wie 
king? ; biſhop” 2d ſquare, - 
White, the king in his knight's place; LES 
B the biſhop in the white king's biſhopꝰ 3 
4th ſquare. - 
W the —_ in his 9 place. 


* 
* 2 | 
8 . 
4 * . eh 
4 CG 


* 
. 
- * „e. gw 
3 ee a ec. — 4 ret A Ae; F 
S _ „ Om . 


a ” 
» 0 
un 0 n * aac RW" . * * 4 nrg eds ran th. . 7 - n 
ad 4 5 : — 2 8 Wh Et PC >< : r fore. n J y 2 WES” os . e 
— Nr e 2 * Ss n 1 * — * = | * 7 . N — * . 
CLAS as.” ers TE * * 4 - > oh. '* + ET... —mx — * 
5 —— 5 - RE 8 1 j 5 be 8 OY e q D 5 _- 8 

* 9 7 K NW + > Bing 2 „ ˙ RES inn . TEAR Gow * #47 3 8 — * — 
5 8 88 rr a 2222 oo A 2-3. "Y 24 Se — . 011 — 1 b 8 — comp a Yi tad * 8 
— p g 2 mrs k > a 4 n o Lo 
8 — W n . "> 1 — — 0 


182 TheCouxT GaAmMxS Tix. 

B. the biſhop in man wn: —_ rocks 2d 

ſquare. 1 1 10 
W the king in his p 

B the knight in the white dads 4th fone. 
W the king in his biſhop's place. 

B the knight . gives a _—_— ® the white 
2d ſquare. 

W the king in his place. 

B the king in the white King's 3d ſquare, 

W the king in his queen's place, 

B theking in the white queen” s 3d __ 
W the king in his place. 

B the biſhop gives a check. 
W the king in his queen's place. 

B the biſhop in the white king's biſhop" s 2d 
: ſquare. 

W the king in his queen's biſhop": 8 place. 
B the knight in the white queen's ma 
4 ath ſquare, 
W theking in his queen's place. 

B the knight gives a check. in . white 
queen's knight's 2d ſquare. 
W the king in his biſhop's place. 
B the king in the white biſnop's 3d ſquare. 

W the king in the knight's place. 
B the king in the white knight's 3d ſquare. 
W the king in the biſhop's place. 

B the biſhop gives a check in che white 
king's 3d ſquare, 
W the king in the Knight's place. 
B the biſhop in the white queen's 2d 

| ſquare, . 


De Royal Games of Cures. 


W the king in his queen's rook's 6-8 
B the knight in the biſhop's 4th nr 
W the king in his — Place. 
B the knight gives a check in the ex, 
3d ſquare, 
W the king in the rook's place. 07 eh. 
B the biſhop gives a check, and; mate. 


This game varies according t to Saws Situa- 
tion of the king alone, 1D 1 


Gam of 3 Pawns againſt 3 Pen, 
which he who plays ff met; win by foe. 
San XXXII. 


SITUATION, vix. 


LAC K, the king in his Place 8 

a pawn in the queen? 3 rooks 2d 
- ſquare, 

a pawn 1n the queens s knight's 2d ſquare. 

a pawn in the queen's r 2d * 


. 


White, the king i in his queen's place. 
a pawn in his king's rook's 2d ſquare. 
a pawn in his king's knight's 2d ſquare. 
a pawn in his king 8 e $ 2d on 


— 


Black, the 1 pawn, 2 moves. 
White, the ſame, 2 moves. 
B the king in his biſhop's 2d ſquare, 
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184 Me Coux T GaMesTres. 
W the rook's pawn, 1 move. 
B the king in dis Kknight's 2d ſquare. 

W the knight's pawn, 2 moves. 
B the king in his rook's 3d ſquare, 
W the biſhop's pawn, 2 moves. 

B the rook's pawn, 1 move. 


W the king in his queen's | biſhops 2d 


ſquare. 
B the knight's pawn, 2 moves. 


ſquare. 
B the knight's pawn, 1 move. 


W the king in the rook's 2d ſquare. | 


B the rook's pawn, 1 move. 
W the biſhop's pawn, 1 move. 
B the king in his knight's 4th ſquare. 


ſquare. | 
B the biſhop's pawn, 2 moves. 
W the king in the rook's 2d ſquare. 
B the biſhop's'pawn, 1 move. 


W the king in the knight's place. 


B the biſhop's pawn, 1 move. 


W the king in the biſhop's place. = 


B the rook's pawn, 1 move. 


W the king in the biſhop's-24 ſquare, 


B the rook's pawn — a queen, G. 


SiTuATION 


W the king in the queen's Knight's 20 


W the king in his queen's __ 30 


The Raul Game of Cn ESs. 185 


Gro ATION for the 'Jrawing GAME of ! The Jae 
above. XXXIII. 


by 


white queen”: s rook's 3d ſquare. Y y 
a pawn in the white queen's Enighr's 4th 
| ſquare; C ibs 2 4 74 40 
a pawn in his queen's biſhop's 2d ſquare, 
and the king in his knight's 3d ſquare, 


D LAC K, the queen 's rook's pawn in the 


White a pawn in the black king 5 rook's 3d 


ſquare. ne 
a pawn in. the black king's Knight's 4th 
ſquare. PET 


a apayn in is king's biſhop's 24 ſqu are. 
and the king in his queen 8 Koe $ 3d 
ſquare. © 
And thoſe that ſhall play firſt; their bi- 
ſhop' s pawn will loſe the game. 


13 I IR ——  —— ——— < wt ap 


And he that: played the firſt, i his K is 
obliged to fall back, he muſt do it in the 
rook's move; "becauſe if he does it às the 
bihop, he will loſe the game. This game 
may be played in two or three ways. Ie 5 


2117 
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SITUATION 777 be Came named Parr, 
XXXIV. 


WIA. the king inch black ne 
* place. 
the queen in 25 king's biſhop $ place, 
A 4 in the black queen's Kaige; 4th 
ſquare. _ 
the king's Loight in his 3d ſquare. 
the king s rook's pawn in his place. 


Black, the king in the white king? s rook's Ach 
ſquare. : 

the queen in os king? 8 knight 2d ſq uare, 

A r in the White king s rook's 3d! 


a — i in 1 the white king 8 Knights 4th 
ſquare, 
The black ro play, 1 


8 Black, the © queen gives a check in her biſhop! 


ur, the king in the black queen” s rook' 
place. 


| the queen. given a. a check i in ber rook's 24 


ſquare, 


W the king takes the black queen, + 


And the white loſes the game, the black 


King being Patt; and a rook often makes 3 
drawing game, 


A Gant 
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4 Game un by the Parr, if the contrary 
King will hinder the Pawn to go to a 
9ueen, XXXV. 


81 TUATI ON. | 
HITE, the king in his biſhop' ah 


are. 
Black, the king in the white king's rook's 
4th ſquare. 
the king's rook's pawn in his place. 
And the black to play. 


Black, the pawn, 2 moves. 

White, the king in his biſhop's 3d fquare. . 

I whe king in the white king's rook's 30 
quare. 

W the king in his biſhop? s 2d ſquare. 

B the king in the white rook*s 2d ſquare. 

W the King in his biſhop's 3d , | & 

B the pawn, 1 move. 

W the king in his biſhop's 2d fquare. 

B the king in the white rook's place. 

W the king in his biſhop's place. 

B the pawn, I move. 

W the king in his biſhop's 2d ſquare, ' 

B the pawn, 1 move. "1 

W the king where he pleaſes, 2 and the white | 
holes. Ss 


The 
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The end of a Game, where the 'Pawn ba; ul 
nr o a Aren. XXXVI. 


SITUATION. 


LACK, the king ir in the white kings 
rook's place. > 

a pawn in the white king! 8 er 20 

Iquare, NE 


| White, the king in the black Kings 4th 
ſquare. 
the queen in her 2d ſquare. 


| And the white to Play. oy 
. oe i 

White, the wing in his biſhop? $ ah —— 
Black, the pawn goes to a queen, and gives 

a check. 5 
W.:the king in his Wai 8 3d ſquare, 
B the queen gives a check in tht: white king's 

knight's place, 
W the king in his rook's 3d ſquare. 
B the queen us a my in _ white king's 

3d (quare. 43 


And if the whitos queen 1 he black 
| _ it loſes the ou by the Patt. 


£ 


Anothi! 
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* 
, "a 
* E $$: 
4,4 k 1 
LS 


4 
. FS. "P20 4 £4 


auler 5 in hs F ——— 
XXXVII. 


14 


p's 4th ſquare. 

Back, — ng in this white knight” 8 place 

W the king in his knight's'3d ſquare, en EVE 

B the pawn makes a knight, and gives a 
check both to o king and queen. 1 


. ISS » 0 1 n — — F —_ 


For the: Tame alta!” If che black Ling Il lies 
in the white knight” 8 F Ly white: will 
win the game. | FOO „„ 


11 


White, the king i in his biſhop! 8 aj gage 

Black, the 2 8 makes a queen, and giresa 
check. 8 

W the king in his knight s 3d a 

8 5 the ek loſes. 


and mate in few moves by force.. XXXVIII. 


* 3 


SITUATION. | 
LACK, the King's knight 8 pawn in 


his place. 
the king's rook's pawn in the whit e king $ 
* rook's . K 


23 


Wau mung to play, che king i in bis bi- 


hrother Game, in which | a Knight gives a chick} 
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190 The Count GAMESTER, 
Black, the king i in the white king s Took's 24 
- ſquare, 


. the bing! in his biſhop? s 2d ſquare, 
a knight in the black King n place. 
And the black. is to DEE 


R 


Black, the knight's pawn 2 moves. 
W he knight in the black king's biſhop's 30 
uare. 

B = king in the white rook's place. 
W the I in his king's kaighte.qrh ſquare; 
B the rook's Pawn, 4 move. 
W the knight in his king's 3d ſquare. 

B the knight's pawn, 1 move. | 
W the knight in his king's biſhop's place. 
B the knight's pawn gives a check. 
W the knight takes that pawn, and gives a 
check, and mate. 


| S1TvAT1ON of a concealed move. 


no the king in his knight“ 


the 2 s rook in his place. 
the queen in the 3d ſquare of the black 
. N s biſhop. 


iſhop i in the 4th ſquare of the black 
2 8 knight. 
night in the black king! 8 knight $ zd 
ſquare, _. 
4 — in his king $ biſhop? s 2d ſquare. 
a paw 


Me Ruy Game'of Cres. 191 
White, à pawn in the black queen's roolkes 


ſquare. 


a 2 in the white queen! $ biſhop! $ ach 


a a pawn in | his king's knight 8 3d F uare. 
ny Wen en in. bi-placs 7 


i p 
Y 3a 


4 


Back, the king i in his ORR biſhop's place. 


the queen in her king's knight's 4th — 
a rook in the white king's 2d ſquare.” 


| 


re. 0 

the queen's biſhop” s pawn in his place. 
the queen's knight's pawn, I move. 
the king's biſhop's pawn, 2 moves. 


aun 

The black to play. 

lack, the ro gives check. BE. 
dite, the king in his knight's 2d ſquare. 


zu ſquare. 

the king in his rook's 3d ſquare, | 

B the queen gives check in her king's rook's 
4th ſquare. 

the knight covers. 


knight's 4th 
the knight takes the black & queen, 


+ nigh in the wiute man I Enghte4th 


the king's pawn in the white INE $ 4h 
the knight yes: check in the white "ag 's 


B the queen gives check in the white king = 
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192 The Covk'r GAMES TER. 
B. the pawn takes the white che and 
gives mate. 
in E Gotliicl e“ 
| Sirvarion f the 2d concealed” move, 
Dt be Fzg enn id ni n. 
7 HITE, he kiaginbis kgight? splace 
the queen in her rook's 1 _ 
4 — in his King's place. | 
? 2 ook in his queen's 2d ſquare. . | 
a knight; in the black queen's 4th "ua | 
--abiſhopiin his King's biſhop's-4th ſquare, 
a pawn in the black. once $ biGop's Ml |: 
n en * 
the king's biſhop' 35 pawn. in Lig olace, 
* che King's 1 Knight 8 an 1 move. | B 


G3 "14. 


Black, "the king i in his er's nah ght's place 
the queen in the w hite king s rook's 30 


— — . „ tet woes e eee 


ſquare. 
a rook in the queen' s biſhop's place. 
the king's rook in his 2d ſquare. 


the king's Knight in his ad ſquare. g 
"the queen's knight in her. tbiſhop' s 2d l 
ſquare. 1 75 9 8 2 A007) eich ni gin t 
a biſnop in the White King's biſhop s 44 a 
ſquare. | pal It 


a pawn in the white king's 4th. ſquare, 
the queen *'$. reok's! pawn: in his place. 
the queen's knight's. Pan. in his Mace. 
— the We i play. 125 


— 
— — * b an 
* a 7 bl 
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White, 


— 


De Royal Game of Css. 193 


White, the biſhop takes the black kfight | 


and giveth check. 
Back, the queen's rook takes the find knight. 
W the queen takes the black queen's * 
pawn, and gives check. 
B the king takes the white queen. 


gives check. 

B the king in his queen's knight's place. 

W the ſame rook gives check in the black 
queen's rook's place. 

B the king takes it. 

the knight gives check in the black queen's 
knight's 3d ſquare. 

> the king in his queen's knight's place. 

the rook gives check in the black queen's 
place. 

the King in his queen' 8 rooks 2d ſquare, 
the rook gives mate in the Sek queen's 
rook's place. 


e. 


To find out expeditiouſly the Situation of 


their places, and change them where it is 


the rook that ſtands in his king's place 


de fort of games, you muſt put both kings 


th after the white and black men are 
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THE 


cir + GAMESTER 


** i 


_— A W — TS 


PART I. 
1 HTI. 
(Vulgarly called WTK.) 


F HIS is a very ancient Game among 
% us; and is faid to be the Foundatio 
of all the Engliſh Games upon t 
Cards. 

Very few Perſons. play correctly at it 
| though there are many Pretenders, who at 
the eaſieſt to be made, and generally are made 
the greateſt Bubbles. 
Conſiderable Sums of Money are plays 
away at this Game; which has put Sharpe 
upon Inventions to deceive and cheat unwa 
Players, as will be ſhewed in the Sequel. 


, — — — — G —_— %Y * 


2 m—m, O35 mw awd a” > ww 


S. Q.. Mr yw_—g 


* The Original — of this * is N55 
F ormer 


— 8B” 2» 2 


* 


WnIsT: Or, Wai: 7 


| Formerly it was uſual to deal 4 Cards to- 
gether 5; but it is 'demonſtrable there is no 


are dealt round 1 and 1 at a Ti re. as the 
ſecureſt and beſt Way. 8 

In playing your Cards you muſt. have Re- 
courſe altogether to your own Judgment; : 
and tho* you have but mean Cards in your 
Hand, yet you may (by obſerving the Courſe 
of the Cards) play them ſo ſuitable to thoſe 
n your Partner's Hand, that he may either 
tramp them, or play the beſt of that Suit on 
the Board, 

You ought to have a ſtrict Eye on whit 
Cards are played out, that you may know by 


Renouncing, or not following Suit when you 
have it in your Hand, is very foul Play; 
and he that doth it, ought to forfeit 1, or the 
Game upon a Game, and he that loſeth Deal- 
ing, loſeth 1, or a Trick, as you make it. 


you have in the Pack all the Duces, and the 
eaſon is, becauſe 4 Perſons playing, having 
ealt 12 a- piece, there are 4 left for the Stock, 


Trumps, He who hath the Ace of Trumps 


hays out 4; the 4 Honours are the Ace, King, 


Gfety in that Method; but now the Cards 


that Means either what to play, if you lead, 
or how to trump ſecurely and advantagiouſly. 


At Ruff and Honours, by ſome called Slam, 


the uppermoſt whereof is turned up, and that 
Ruß, that is, he takes in thoſe 4 Cards, and 


Ween, and Knave 3 he who hath 3 Ho- 
K 2 nours 


* 2 N 
E ia 
Jy? 

11 
7 
| 
. 
. 
4 

* | 

7 
* 
-D 
£ 
' 
* 


r 3 + 
2 + 4 
12 8 
. ®. 


— 
5 


* * e * 
n 
* r 


: r 
* 


aa Loo . 
2 "rl 
—— 


AE IS. 


mt — Sa, , 


LY 


— 


: 196 The CIT v GAM EST ER. 


nours in his Hand, his Partner not having Wl; 
the fourth, ſets up 8 by Cards, that is, 2 ü 
Tricks; if he hath all 4, then 16, that i, 
4 Tricks. It is all one, if the two Partner 
make them 3, or 4 between them, as if one; 
had them. If the Honours are equally di.. 
vided among the Gameſters of each Side, . 
then they ſay: Honours are ſplit. If either 
Side are at 8 Groats, he hath the Benefit 0 p 
calling, Can ye ? If he hath 2 Honours in, 
his Hand, and if the other anſwers 1, the 
Game is up, which is 10.in all; but if he 
hath more than 2 he ſhews them, which is; 
the ſame Thing; but if he forgets to cal, 
after playing a Trick, he loſeth the Advan- 
tage of calling for that Deal. 

All Cards are of Value as they are ſuperio 
one to another, as a 10 wins a q, if not 
Trumps; ſo a Queen a Knave, in like Man 
ner; but the leaſt Trump will win the higheſt 
Card of any other Card : Where, note, the 
Ace is the higheſt. 
Some play at two-handed, or chree· handed 
mbiſt. If three-handed, always two ſtrive 
to ſuppreſs and keep down the riſing Man, 
They deal to each 12 a-picce, and the Trump 
is the bottom Card. The Manner of craft 
playing, the Number of the Game 10, Ho. 
nours and Dignity of other Cards are all 
alike z and he that wins moſt Tricks is mo 
n to win the Set. . 4 
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He that can by Craft overlook his Adver- 
fary's Game, hath a great Advantage; for by 
that Means he may partly know what to play 
ſecurely '; or if he can have ſome petty 
Glimpſe of his Partner's Hand. There is a 
Way by making ſome Sign by the Fingers, 
o diſcover to their Partners what Honours 
bey have, or by the Wink of one Eye, it 
fenifies 1 Honour, ſhutting both Eyes 23 
pacing 3 Fingers, or 4 on the Table, 3 or 
4 Honours. For which Reaſons all nice 
Gameſters play behind Curtains.  _ - * 
Dealing the Cards out by 1 and 1 round, 
to each Perſon, is the beſt Method of put- 
ing it out of the Dealer's Power to impoſe 
on you. But we ſhall demonſtrate, that, 
deal the Cards which way you will, a Con- 
ſederacy of two Sharpers will heat any two 
Perſons in the World, tho? ever ſo good 
Players, that are not of the Gang, or in the 
decret; and Three Poll One is as ſafe and ſe- 
cure, as if the Money was in their Pockets. 
All which will appear preſently. The firſt 
neceſſary Inſtructions to be obſerved at Vhiſt, 
u Principals of the Secret, which may be 
lkewiſe transferred to F 0m other Games at 
Cards, are "- | +21 : 


Brief Cards, 

Corners bend. TY 

Madl. bend, (or King for- Bridge) 
K 3 


of 
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of Brief Cards there are two Sorts : One 
; a Card longer than the reſt ; the other, i; 
a Card broader than the reſt. 


The long Sort are ſuch as 3, 4 « 6, 7, 
8 and 9; the broad Sort are ſuch as Aces, 
Kings, Queens, and Knaves, The Uſe and 
Ane of each are as follows. 


EXAMPLE. 


When you cut the Cards to your Adverſi- 
ry, cut them long, or, end-ways, and he 
will have a3, 4, 5, 6, 7, 8 or 9 at Bottom 
When your Adverſary cuts the Cards to you, 
put them broad- ſide to him, and he will na 
turally cut (without ever ſuſpecting what you 


do) Ace, King, Queen or Knave, &: 
which is ſufficient Advantage to ſecure any 
Game. It is a fine Manner, eſpecially in the 
old Bett, that the Dealer does not ſcore 2 that 
Deal, ſince ſhuffling is of no Significatio 
here. And in caſe you cannot get Cards ol 
proper Sizes ready made to mix with others 
you may ſhave them with a Razor or Pen 
Knife from the Threes to the Nines each Side 
and from the Aces to the Knaves each End 
then put them up in the ſame Caſe or Cover 
and if they are done as they ought to be 
= will paſs upon any Body. As Whisk l 
avern Game, the Sharpers generally take 


3 Care to * about the Bottle before the Gam! 


begins 
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begins, ſo quick, that a Bubble cannot be ſaid 

to ſee clearly, even when he firſt begins to 

lay. 

F Fe next is the Corner-bend, which Is 4 
cards turned down finely at one Corner, a 
Signal to cut by. 

The other is vulgarly called Ving flon- 
Bridge, or the Middle- Bend: It is done by 
bending your own or Adverſary's Tricks two 
different Ways, which will cauſe an Open- 
ing or Arch, in the Middle, which is of the. 
ſame Uſe and Service as the other two Ways, 
and only practiſed in its Turn to amuſe you. 

The next Thing to be conſidered is, who 
deals the Cards, you or your Adverſary, 
becauſe that is a main Point, and from 
whence your Advantage muſt ariſe : Sup- 
8 for Example. | | 


ö * 
% ;- 


A and B Sharpers, 


} Partners, 


Bubbles 
ec and D | Pariners 


After a Deal or two is formally layed; 
A and B will begin to operate in the following 


Manner t 
K 4 When 


” 
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When A or B are to deal, they. obſerye 


(the preceding Deal) to take up the Sets 
thus : 


1. 4 bad | Card. 2. 4 5 Card. 
3.4 bad 4 4: A good Card. 


[Meaning be Jef and worſt that 
fall in that Lift.] 


| When C or D deals, they muſt be taken 
* thus: 


1. 4 Re? Card, 2. A bad Card. 
3. A good Card. 4. A bad Card. 
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By this Rule i it is very plain, that the beſt 
Cards fell to A and B every Deal. How is 
it poſſible therefore, that C and D ſhould WM; 

ever win a Game without Permiſſion. But ; 
it would be deemed ill Policy, and contrary Nu 
to the true Intereſt of A and B, to act thus 6 
every Deal : I will therefore ſuppoſe it 5 WM. 
practiſed juſt when they pleaſe, according as 

Betts happen in Company: though the Rule Wy 
with Gameſters, in low Life, is at the firſt » 
ſetting out to ſtupify you with Wine and the * 
Loſs of your Money, that you may never Nat 
come to a perfect Underſtanding of what g 
you are doing. It may be truly ſaid, that 


many an honeſt Gentleman has been kept fo 
Month | 


3 —— ́ — | 
rr N 
** LF 
r 
> bras r *% 


—— 


Month in ſuch a Condition by the Manage- 
ment and Contrivance of a Set of Sharpers. 

Now you may imagine it not in the Power 
of A and B to cauſe the Tricks to be taken 
up after the Manner aforeſaid ; but there is 


eſpecially at Three poll One; for in playing 
the Cards, the Confederates will not only take 
Care of their own Tricks, but alſo of your's; 
tor the Cards may be ſo played and ſhoved 


you to. take them right yourſelf ; and if a 
Trick ſhould lie untowardly upon the Table, 


taking it up for you, and ſay, Sir, ibat's 
your . . . 

This Operation will the more readily be 
apprehended by ſeeing it practiſed half a 
ſcore Times; when once you are aware of 
It, it will otherwiſe (I may ſafely ſay) paſs 
upon any Perſon that has not been let into the 


and Difficulty, is to Shuffle and Cut. 1 

I fay, that either A or B are ſuch curious 
Workmen, and can make a ſham Shuffle 
with a Pack of Cards ſo artfully, that you. 


lingle Card from its Order. 5 151 
Now to cut the Cards, a Bend is prepared 
lor you to cut to, the Middle is beſt; and it 
K 5 — = 
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nothing ſo eaſy or ſo frequently practiſed, 


together in ſuch a Manner, as will even cauſe 


A or B will pay you the Compliment of 


i 
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Secret. This being allowed, the next Point 
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would believe they were ſplitting them, when 
a the ſame Time they will not diſplace a 
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is Odds but you unwarily Cut to it; if not, 
Sup is the Word: But if you have no Op- 
portunity to do that neither, then deal away 
at all Hazzards, it is but an equal Bett that 
they come in your Favour; if right, pro. 
ceed; if otherwiſe, miſs a Card in its Courſe, 
and it brings the Cards according to your firſt 
Deſign ; it is but giving two at laſt where 
you miſſed ; and if that cannot be conveni-! 
ently done, you only loſe the Deal, and there 
is an End of it. FE >: 

But when A or B are to cut, they make it 
all ſafe; for then they make the Corner- bend, 
. which any one, that knows, may Cut to, a e 
hundred Times together. 


mw KK HAS. ._ 1 _— —— —} — 


c 

PIPING at WHISK. ; 

By Piping I mean, when one of the Com- 
pany that does not play (which frequently hap- 

pens) ſits down in a convenient Place to ſmołe " 

a Pipe, and ſo look on, pretending to amuſe . 


himſelf that Way. Now the diſpoſing of 0 

his Fingers on the Pipe, whilſt ſmoking, dil- 1 
covers the principal Cards that are in the Per- 
fon's Hand he overlooks ; which was always ' 
eſteemed a ſufficient Advantage to win 


Game by another Way, viz. Indeed, ſigni l 
fies Diamonds; Truly, Hearts; Upon m f 
Word, Clubs; I aſſure you, Spades ; But 4 5 


| ſoon as theſe Methods become known, new 
0, . ones 


;* ; Ara. Fours... _ al 
ones are invented ; and it is moſt certain, 
that two Perſons may diſcover to each other 
what Sort of Cards they have in Hand, and 
which ought to be firſt played, many diffe- 
rent Ways, without ſpeaking a Word. Calk- 
| ing is not allowed at Vbiſt; the very Word 
implies, Hold your Tongue. | | 


ALL FOURS. 


THIS Game is very much played in 
1 Kent, from which County it derives its 
Original; and tho? it be but a Vulgar Game, 
great Sums have been loſt at it. b £ 

It has its Denomination from 4 Cards, 
called the Higbeft, Loweſt, Jack, and Game, 
which is the Set as ſome play it; but you 
may make from 7 to 15, or more, if you 
pleaſe 3 but commonly 11 is up. 

But two Perſons play at a Time; and they 
muſt cut for Dealing; the higheſt Card deals; 
who delivers to his Adverſary 3 Cards twice, 
and to himſelf 3 in like Manner; and having 
ba- piece, he turns up a Card which is 
Trump; if Jack (which is any Knave) it is 


to the Dealer. TY 

If he, to whom the Cards were dealt, after 
looking them over, like them not, he hath 
the Liberty of begging 1 : 1f the Dealer re- 
fue to give 1, then he deals 3 a-piece more; 
but if pe then turns up a Card of the ſame _ 


8 
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Suit, he deals on, till he turns up a Card of 
%% m 8 | 
_ Here note, that an Ace is 4, a King is 
3, a Queen is 2, a Knave 1, and a Ten 
1s 10. FF: 125 
Nov you muſt play your Cards; not any 
Method is to be preſcribed; it muſt be ac- 
cording to the Cards you have in your Hand, 
managed by your Judgment to the beſt 
Advantage. „ 
Having played your Cards, if you are 
Higheſt and Loweſt of what is Trumps, you 
reckon 2, if you are only Higbeſt but 1, and 
the like of Jack and Game. Sometimes you 
are Higbeſt, Loweſt, Jack, and Game; and 
then you muſt reckon 4. The Game is he 
that tells moſt after the Cards are played; and 
therefore a Ten is a very ſignificant Card; 
which crafty Gameſters know ſo well, that 
they will frequently take out of a Pack of 
Cards 2 Tens, and hide them contrary to the 
Knowledge of the other; which is a great 
Advantage to this foul Player, if he play of 
the ſame Suit as theſe Tens, he hath abſcond- 
ed; for it muſt of Neceflity fecure him from 
loſing the Game. 1 
He who wins Jack, wins 1 alſo: And 
furthermore obſerve, that for Advantage fe- 
voking ts allowable, if you have Trumps in 
your Hand to trump is. 


Some 


when they have played out their 5 Cards, 
and ſet up with Counters their Games, the 
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Some make 31 up at this Game: Then if 


ths Dealer turns up an Ace it is 4, a King 3» 


a Queen 2, and a Knaye 1, a Ten = conti- 
nuing the belt Card, | 
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o RIBBI DGE. 


1 is likewiſe a Game only played 


between two Perſons. Sixty and one, 
is the Number up. 


| Here too the Dealer has an Advantage; 


and, upon cutting, he who has the leaſt 
Card deals. + 


The Cards are dealt out 1 by 1; the Num- 
ber 5 a- piece; the Remainder of the Pack 
(the whole being uſed) are laid down on the 
Tae: >: 

Each Party plays according to his Diſcre- 
tion, this being a Game of Judgment. 
He that deals, makes out the beſt Cards 
he can for his Crib ; and the other the worſt : 
The Crib conſiſts of 4 Cards, two a-piece, 
which they lay out upon the Table; and then 
they turn up a Card from the Pack, and each 
of them may make uſe of that Card: 3 and 


Crib is the other's the next Deal; and ſo they 
take f it by Turns. 


The 
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The Value of the Cards is thus: Any 15 
upon the Cards is 2, whether 9g and 6, 10 
and 5, King and 5, 7 and 8, Sc. 
A Pair is 2, a Pair-Royal 6; a double 
| Pair-Royal 12 Sequences of 3, is 3 Se. 
quences of 4, is 4 3 Sequences of 5, is 3, Ce. 
and ſo a Fluſh of 3, is 3; a Fluſh of 4, is 4, 
Sc. Knave-Noddy, is one in Hand, and 2 to 
the Dealer; that is, if you have a Nuave of 
that Suit which is turned up, it is Knave- 
Noddy. A Pair of Aces, Kings, Queen, 
Knaves, Tens, &c, is 2, Three Aces, Kings, 
Queens, &c. is a Pair-Royal ; a double Pair. 
Royal is 4 Aces, 4 Kings, 4 Queens, &c. and 

is 12 Games to him who hath them. 

Having looked on your Cards, you count 
our Game after this Manner : Suppoſe you 
ave in your Hand a 9 and 2 Sixes ; after 
you have laid out 2 Cards for the Crib, which 
makes you 6 Games, becauſe there is 2 Fif- 
teens and a Pair, by adding your 9 to the 2 
Sixes,. and if a 6 chance to be turned up, 
then you have 12 Games in your Hand ; for 
tho* you muſt not take the turned up Card 
into your. Hand, yet you may make what 
Uſe you can of it in counting; fo that the 3 
Sixes make you 6, being a Pair-Royal, and 
the 9 added to every 6, makes 3 Fifteens, 
and 6 more added to the Former, makes 12, 
which you muſt feet by with Counters, Or 
otherwiſe, your Opponent may know what 
| | 5 you 
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you are, tho' you may not ſee his Cards, nor 
he yours : If you think he plays foul by 
reckoning too much, you may count t 
after the Hand is played. — 

Thus when you have ſet up your 12, your 

poſite, it may be, hath 4, 5, and 6, in 
his Hand, that is 3, becauſe of Sequences of 
Three ; then it is 2 more, becauſe it is 4, 5» 
and 6 3 again, taking in the counting 6 that 
is turned up, that is in all 4, then there is x5 
and 153 for 4 and 5 is 9, and 6 is 15; and 
then with the 6 turned up, it is 15 more, 
which makes 8 Games. This he likewiſe ſets 
up, keeping his Cards undiſcovered. Ob- 
ſerve, he, who does not deal, ſets up 3 in 
Lieu thereof, and plays firſt : Suppoſe it is a 
6, if you have a 9 play it, that makes 15, 
for which ſet up 2; the next may play a 4, 
which makes 19, you a 6, which is 25, 
hea 5, that is 30; you being not able to 
come in, having a 6 in your Hand, he ſets 
up 1, (for it is 31 you aim at in playing the 
Cards,) becauſe he is moft, and 3 for Se- 
quences, 4, 5, and 6, which were his 4, af- 
ter the 15, your 5 and his 6, and that doth 
not hinder them from being Sequences, tho' the 
6 was played between the 4 and the 3; but 
if an Ace, 9, King, Queen, or the like, had 
been played between, they had been no Se- 
quences ;, ſo the 3 for the Sequences, and the 
I for 30 being moſt (as at One ET | 
8 makes 
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makes him 4, vhich he muſt ſet up to the reſt 
of his Game; and in this playing of the 
Cards, you may make Pairs, Sequents, Fluſhes, 
Fifteens, Pair-Royal, and double Pair. Royal, 
if you can, tho? that is rarely ſeen. 
| Laſtly, you look upon your Crib, that is, 
the 2 Cards a-piece laid out at firſt, which is 
the Dealer's ; if he finds no Games in them, 
nor Help by the Card that was turned up, 
which he takes into his Hand, then he is 
bilked, and ſometimes it ſo happens that he is 
both bilked in Hand and. Crib, Thus they 
play and deal by Turns till the Game of 61 
is up. HON 2000 tn 
; Note, If you get the Game before your 
Adverſary is 45, you mult then ſay, I have 
lurched you; and that is a double Game, for 
whatever you played, whether a leſſer, or a 
greater Sum. Te. 


Pp U-T. 


UT is the ordinary Rooking-Game of 
every Place; and ſeems, by the few 
Cards that are dealt, to have no Difficulty in 
the Play ; but there is great Craft and Cun- 
ning in it. 47 
It you play at either two or three-handed 
Put, the beſt Put-Card deals. Having ſhut- 
fled the Cards, the Adverſary cuts them; 
then the Dealer deals 1 to his eat, 
- 0 


PUT . 1 


ind 3 to himſelf, - till they have 3 a- 
piece : 5 up, or a Put is commonly the 
Came. The Eldeſt, if he hath a good Game, 
and thinks it better than his Adverſary's, 
Puts to him; if the other will not, or dare 
not ſee him, he then wins 1 ; but if he will 
ſe him, they play it out, and he who wins 
2 Tricks, or all 3, wins the whole Set; but 
if each win a Trick, and Third tied, neither 
vin, becauſe it is Trick and fs, ORs | 
Sometimes they play without Putting; and 
then the Winner is he that wins moſt Tricks. 
In playing keep up your Cards very cloſe ; 
for the leaſt Diſcovery of any one of them, 
za great Advantage to him who ſees it. 
This Game conſiſts very much in daring 3 
for a mettled Gameſter will Put boldly upon 
very bad Cards ſometimes, as upon a 5, 7. 
ada 9 3 the other thinking there are good 
Cards in his Adverſary's Hand, having very 
indifferent ones in his own, dares not ſee 
bim; and ſo by going to Stock, loſeth 1. 
He who once hath the Confidence to Put on 
bad Cards, cannot recal his Putting, by 
which Means he frequently pays for his 
Bravado, . | 
The beft put. Card. are, firſt, the Tray, 
* the Duce, then the Ace; the reſt follow 
n Preheminence, as King, Queen, Knave, 
len, and ſo onwards, to the Four, which 1 is 
the mean Card at Put. 
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The Cheats at Pur are done after this 
Manner : ve 2 | 

For Cutting, to be ſure of a good Pr 0 
Card, they uſe the Bent, the Slick, and the 
Brief- Cards, as we have already obſerved in 
Rr... e 


Oe MK 


HIS Game may be played ſeveral 
1. Ways; but we ſhall inſiſt on the uſual: 
Method only. 5 | 6 
You lift for Dealing, and the beſt Card car- 
ries it: As many may play as the Cards will 
permit; to whom muſt be dealt 5 a. piece, 
and then turn up Trump. Now if three, 
four, five, or fix Perſons play, they may lay 
out the Threes, Fours, Fives, Sixes, and 
Sevens, to the Intent they may not be quick 
ly lued; but if they would have the Lue come 
faſt about, then play with the whole Pack. 

Having dealt, ſet up 5, either with Chalk, 
or Counters ; and then proceed in your Game 
He who is eldeſt Hand hath the Privilege 
of paſſing by the Benefit thereof, that is, he 
hath the Advantage of hearing what every 
one will ſay, and, at laſt, may play, or not 
play, according as he finds his Game good o 
bad. If the Eldeft ſays he paſſes, the rel 
may chuſe whether they will play, or no. 


„„ in 


VV 

Trumps, as at hiſt, are the beſt Cards; 
all others in like Manner take their Prece- 
dency from the Higheſt to the Loweſt. 

You muſt not Revoke z if you do, you 
pay all on the Table. If you play, and are 
lued, (that is, win not one Trick). you muſt 
lay down to the Stock ſo much for your 5 
Cards, as you played upon every one of 
them, ls. 
| Every Deal, rub off a Score; and for 

Trick in, ſet up a Score by you 
very Trick you win, ſet up y you, 
till the farſt Scores are out, to remember you 
how many Tricks you have won in the ſeve- 
nl Deals of the Game, 155 

All the Chalks for the Game being rubbed 
out, tell your own Scores, and for ſo ma 
Scores or Tricks which you have won, ſo 


much you muſt take from the Stock: Thus 
muſt evety one do according to the Number 
of Tricks he hath won. . 
Obſerve, That he who hath 5 Cards of 4 
Suit in his Hand, lues all the Gameſters then 
playing, be they ever ſo many, and ſweeps 
the Board; if there be two lues, he who is 
eldeſt Hand hath the Advantage. |, 
As there is Fraud in all Games, ſo in this; 
tor Example, If one of the Gameſters have 
4 of a Suit, and he wants a fifth, he may for 
that fifth make an Exchange out of his own 


Pocket, if he be skilled in the cleanly _ 
1 „% To on 0 


much as they were valued at in the Game, ſo. 
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of Conveyance ; if that fail, ſome make uſe 
of a Friend, who never fails to do him that 


kind Office. There are other Frauds to be 
ormed, which we ſhall omit ; ſince it is 


not our Buſineſs to teach you how to Cheat, 


but ſo to play as not to be Cheated, 
B R N00 


T this Game, the whole Pack is dealt 
round the Table to all who are deſi- 


Tous to ſhare in the Gain-and Diverſion. As 
many play at it as the Cards will hold out to 
ſupply ; he dealing 3 a- piece to each of the 


Gameſters at one Time, turning up the laſt 


Card all round, n to every one 
preſent. 


Each Gameſter is to put down 3 Stakes, 


one for each Card, as much, or as little as 
the Humours of the Company will confent 
to; whether 3 Guineas, 3 Crowns, 3 Shil- 
lings, 3 Sixpences, or what other Stakes, ac- 
cording to their Qualities and Purpoſes, is 
thought convenient: And this being done, 
the Manner of playing the Game, is ag 
follows: | 


The beſt Card turned up in the m——_ 


round, in its Degree, beginning from Ace, 
King, Queen, Knave, and ſo downwards, 
thro? all the Cards of the Players, wins the 
10 Stake; and the Perſon who has the Luck 
0 


— 


W „„ 


Kang 


2 4 (6 3 aa 
to have it dealt him, is to demand it from the 
reſt ; who pay it accordingly, unleſs the Ace 
of Diamonds be turned up amongſt them; 
which if ſhewn, by a Superior Authority in 
the Game, is to be preferred, and wins the 
Stake. And obſerve, that tho* the Eldeſt 
Hand, who has an Ace, carries it from the 
reſt by a kind of Deſcent, yet the Ace of 
Diamonds, by the aforeſaid Authority, even 
in the Youngeſt Hand, which is the laſt Card 
dat is dealt, wins the Stake from any other 
turned up before. e 


The next principal Matter, and the main 
Thing by which the ſecond Stake is to be 
von, is called the Brag, which, by the In- 
genuity of its Management, gives the Game 
its Denomination. The Nature of it is, that 
you are to endeavour to impoſe upon the 
judgment of the reſt who play, and particu- 
arly on the Perſon who chiefly offers to-op- - 
poſe you, by boaſting of Cards in your Hand, 
whether Pairs- Royal, Pairs, or others, that 
are better than his or her's who plays againſt. 
you : The beſt Cards you can have really to 
brag of, are a Pair-Royal of Aces, the next 
of Kings, Queens, &c. A Pair-Royal of 
any Sort winning from any Pair of ' the beſt 


ce, | 
1s, Wort, as a Pair of any Sort wins of any other 
he Cards that are not Pairs, 5 

> But here you are to obſerve, that the witty 


ordering of this Brag, is the moſt pleaſant 
> 2 Part 


Game very neceſſary, to advance the Cre 
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Part of the Game; for thoſe who by faſhion. 
ing their Looks and Geſtures, can give 2 
proper Air to their Actions, as will ſo de- 
ceive an unſkilful Antagoniſt, that ſome- 
times a Pair of Fives, Trays, or Duces, in 
ſuch a Hand, with the Advantage of his 
compoſed Countenance, and ſubtle Manner 
of over-awing the other, ſhall out- brag 2 
much greater Pair-Royal, and win the Stakes 
with great Applauſe and Laughter on his Sid 
from the whole Company. | 

The Knave of Clubs is here, as principal a 
Favourite, as at Lux, and makes a Pair with 
any other Card in Hand, or with any othe 
two Cards a Pair-Royal, and is often in thi 


e 


dit of the Brag, to him who has the Af 
rance of impoſing upon the Company 3 ane 
by ſuch convenient Confidence, the Advan 
e of winning the ſecond Stake. 
The third Stake is won by the Perſon whd 
firſt makes up the Cards in his Hand 3 1, eac 
Ace, King, Queen, Knave, &c. going fo! 
10, and drawing from the Pack, as is uſu: 
in that Game : Or, inſtead of the 31, if his 
Fortune will not oblige him, the neareſt tc 
it may win, he having the Privilege to draw; 
or not to draw, as he pleaſes, according 
he finds it convenient, by the Cards that ar 
in his Hand; for if he draws out, he loſ 
his third Stake, g 
ome 
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make the Nine of Diamonds a ſecond Favourite 
Card, with the Kzave of Clubs, to make a 
Pair- Royal of Aces ;, fo that thoſe two joined 
vith one natural Ace, ſhall win — any 


Pair- Royal of Kings, Queens, Knaves, or 


my other Canes but a Pai. Roya of natural 
Ha., 
The Perſon ho 7 is ſo lucky to win all the 
; Stakes, is to be rewarded by the whole 
Company of Gameſters round the Table, 
vith 3 Stakes more, if they play the Strict» 
nefs-of the Game; which neceſſarily makes 
he Winnings and Loſings amount to a con- 


nd out of a decent Regard to their Pockets, 
ontent themſelves with the Satisfaction of the 
leaſure of the Brag, rather than truſt to the 
common good Fortune of winning the 3 
akes, from the reſt of the diſappointed 


Company. 


the Brag, you may find very great Diverſion, 
— doing it ſo aukwardly, with ſo little 


„ and ſo ill an Addreſs, that the De- 
n or Value of their Game will preſently 
te diſcovered, whilft others with a more art- 
ll Aurance, and by their ſubtle Manage- 
, will wittily banter and impoſe upon 


Some very nice Players at this Game, 


fiderable Sum of Money. But very often 
ur Modern Gameſters wave this Particular, 


The Deal is to go round from Perſon to 
erfon ; and by the different Management of 


their 
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their Adverſaries, and ſeldom fail of thei 
| deſigned Profit. FAR — 
It is not fair for any of the Gameſters, that 
fit near him who makes the Brag, to pee 
nag his Hand, or by any mute Sign or Toke 
to give the Oppoſer any Knowledge of the 
Cards that he has in his Hand; becauſe it 
may chance that the Oppoſitions, natural tc 
this Game, may draw on a conſiderable Sy 
of Money to be ſtaked down, each of the 
two who are concerned, valuing his owt 
Cards, and leſſening thoſe of his Antagoniſt 
as he thinks he has Reaſon. 
A very notable Damage, occaſioned b 
one Perſon's peeping into another's Hand, Wiſer 
once chanced to be a Spectator of, 
Some Gentlemen and Ladies were playing 
at this Game, when one of the Gameſters 
who ſeemed to be very ſkilful at the Game 
general, but more particularly ſo, at the 
ſubtle Management of the Brag, and by hi 
artful Method and cunning Manner of Beh: 
viour, had induced his Competitor to believe 
that he reſolved to out-brag him upon ver 
low and inſignificant Cards; but it was the 
Gentleman' s good Luck at that Juncture, te 
have in his Hand far otherwiſe than he ima 
gined, having been dealt 2 natural Aces, anc 
the Knave of Clubs, which, joined with the 
other 2, - made the greateſt Pair- Royal that 
7 then poſſibly be 28 and conſequentij 


_ prope 
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e laid; he kept his Countenance demure, 
xd with a Geſture neither overjoyed nor de- 


he other who had in his Hand a Pair-Royal 
f Kings, and, as afterwards was diſcovered, 


aſually ſeen an Ace or two given about to 
ther Gameſters, thinking himſelf alſo as 

e as poſſible, anſwers with a Crown; his 
Intagoniſt then ſets Half a Guinea, and the 
Ippoſer, immediately a whole one, and vy- 
g with each other, till the ſame amounted 


, of the Female Kind, who fat next to 


on her to know whether his repeated Brag 
w upon a ſure Foundation, or not, could 
t forbear covertly peeping into his Hand, 


ſfarning of his unavoidable Loſs, giving 
n Reaſon to ceaſe the Brag, and thereby 
e the Game, Po ER, 


8 1 n 


UCES and Trays muſt be caſt out as 
uſeleſs in this Game; then lifting for 


o 
\ 


roper to win alſo the greateſt Stake that gguld 


. 
* Lone an redone he re Eb bo Sores nn * 


ponding, made a Brag of Half a Crown; 


ad, @þro' the Imprudence of the Dealer, 


Ten Pounds, when as ill Fate, for one of 
em, would have it, a too curious Imperti- 


Im that had the Aces, having a furious Itch 


d at the View was ſo ſurprized, that on a 
juden ſhe, by a violent Shriek, gave the 
ameſter, with the Pair-Royal of Kings, - 
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the Deal, the leaſt Card deals. It is played 
but 5 three Perſons only. 


piece from each to the Dealer. 


4 of Trumps Tiddy; Tib, the Ace, is 151 


times it makes it worſe: The firſt Penny 
bid is 12, 13, and ſo on; if at 16, they ſa 


Cards, and putting out 7 in their Stead, * 
muſt pay beſides 8 to one, and 8 to the ot 
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en 


every one hath 12, and the reſt are laid o 


the Table for the Stock, being in NumbeM* 
8:3 whereof 7 are bought, and the Ace 
turned up; the turned up Card is the, Deal 
er's; and if it be Tiddy turned up, 18 4a 


The Ace is called Tib, the Loans Ty om, t 


Hand, and 18 in Play, becauſe it wins 
Trick; Tom the Knave, is 9, and Tidd 
4, the fifth Towſer, and ſixth Tumbler ; whil 
if in Hand, Tow/er is 5, and Tumbler 6, a 
ſo double if turned up; and the King 

lueen of Trumps is 3. 

The Eldeſt Hand bids for the Stock, | 
Hopes of bettering his Game, tho? ſom 


take it, and none will venture more for | 
He is bound to take it, that is, taking in 


of the Gameſters for buying: If any 0 

Money be given, as 15, 17, or the li 

the Eldeſt Hand uſually claims it, or elk 

is given to the Box; but if he have Mu 

wal, Gleek, or 2. 14% in his Hand, after 

hath Aaken, in the Hock, he bates for them Ha 
2 
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hd ſo poſſibly may gain by it, if he have a 
good Hand, and pay for his buying 2, 

Obſerve, if Tih be turned up, it is 15 to 
the Dealer, in reckoning after Play; but he 
muſt not make uſe of it, in Play, being the 
Trump-Card ; for then it would make hin 
18, becauſe it wins a Trick, Which 1 is 3 
more. 

Next you ſpeak fot ths Ruff and he who 


then he gains the Ruff, tho“ you have ever 
ſo many of a Suit in your Hand, If any 
vins a Ruff and forgets to ſhew it before 
Card is played, he loſes it; and he who ſhewy 
uy for a Ruff after, ſhall have it. 

The firſt, or Eldeſt ſays, I will vie the 
Ruff ; the next ſays, I 57 ſee it, and the 
third, I will ſee it and revie it: Iwill ſee 
ur Revie, ſays the firſt, becauſe he hath as 
many in his Hand as another; the Middle 
probably ſays, I will not meddle with it ; 
then they ſhew their Cards, and he who hath 
moſt of a Suit, wins a Stake, according to 


4 of the other, who ſaid he would ſee it, but 
after refuſed to meddle with it; but if any of 
lie 3 Gameſters declare that they have 85 
n) Thing 
but a Stake; and if the Eldeſt and Second 
Hand paſs the Raff, © the 1 hath Power 


hath moſt of a Suit in his Hand wins it, un- 
ks ſome of the Gameſters have 4 Aces, and 


the Game of him that holds out longeſt, and 


to fay, as to the Ruff, he pays 


0 
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to double it, and then it is to be played for 
the next Deal; and if any forgets to call for 
the double Ruff, it is to be for the next Deal 
after that. 3 
Sometimes one of the Gameſters, having 
all of a Suit in his Hand, bids high for the 
Ruff, and the other having 4 Aces, is re- 
ſolved to bid higher, ſo that it ſometimes 
amounts to 16 and more; then I will ſee it, 
and revie, ſaith one; Iwill ſee it, and revie, 
ſaith another; that is 8 to the Winner, and 
all above is but 2 at a Time, as it may be, 
they will ſay, Iwill ſee it, and revie it again, 
and I will ſee that and revie it again, faith 
another, for which Seeing and Revieing they 
reckon but 2 after it is once come to 8 ; but 
he who has the - Aces carrieth 1 It clearly, 
aforeſaid. 

Buying or Bidding for the Ruff, is when 
you are in Likelihood to go in for Murnivdl 
Gleek, or Increaſe of Trumps, that ſo if yo 
have bad Cards, you may fave your Buying 
and your Cards too , whereas otherwiſe you 
may loſe all. 

If you call for either Murnival or ou 
and have laid them out in the Stock, 
you are detected, you forteit double what ja 
receive. 

Sometimes out of Policy, or a Vapour 
they will vie, when they have not above 30 
in their Hands, and the reſt may have 40 0 


5⁰ 


& LE &E 3B &. —. 9 
co, and being afraid to ſee it, the firſt many 
Times wins out of a meer Bravado ; and this 
s good Play, tho? he acquaint you with it 
bereaſte. 5 1 

A Murnival of Aces is 8, of Kings 6, 
of Queens 4, and a Murnival of Knaves 2 


a piece. | 7 
1 A Gletk of Aces is 4, of Kings 3, of 
Wh Queens 2, and of Knaves 1 a- piece, from 
de other 2 Gameſters, 3 

A Murnival, is either all the Aces, the 4 
Kings, Queens, or Knaves; and a Gleek is 5 
of any of the aforeſaid. = 
Obſerve, 22 are your Cards; if you win 

nothing but the Cards that were dealt you, 
you loſe 10; if you have neither Tih, Tom, 
Tidy, King, Queen, Murnival, nor Gleek, 
you loſe becauſe you count as many Cards as 
you had in Tricks, which muſt be-few, by 
Reaſon' of the Badneſs of your Hand ; if 
jou have Tib, Tom, King, Queen of Trumps 
n your Hand, you have 30 by Honours, that 

© above your own Cards, beſides the Cards 
you win by them in Play. If you have Tom 
nly, which is 9, and the King of Trumps, 
nich is 3, then you reckon from 12, 13, 
14, I5, till you come to 22, and then every 

ard wins ſo many Half-pence, Pence, &c. 
8 you played for; if you are under 22, you 


ſe as many. 
FA 333 Here 


our 
y 30 
0 U 
50 
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lere note, that before the Cards are dealt, 
it is requiſite to demand, whether the Game- 
ters will play at Tiddy, or leave it out, it 
being a Card that is apt to be forgotten; and 
know that it is looked upon as very foul Play 
to call for a Glzek of Kings, Aces, Queens, or 
Knaves, when the Perſon hath but 2 in Hand, | 
If you diſcard wrong, i. e. lay out but 5 or 
6 Cards, if you call for any Glee or Murni. 
val, you loſe them all, if it be found out that 
you diſcard. Let this ſuffice for this noble 
and delightful Game or Recreation, * 


FRENCH-RUFF 


XT this Game you muſt cut for Deal 
\ . moſt, or leaſt, carries it, according te 
the Agreement of the Gameſters. 
IT wo Perſons may play 4 or 6 on a Sid 
Dealing to each 5 Cards a- piece; either 20 
3 at a Time, according to Pleaſure, and It 
who deals turns up The King is th 
higheſt Card at Trumps, the Queen is next 
the Knave next, and next the Ace, and al 
other Cards follow in Preheminency, accord 
ing to the Number of the Pips; but 4 
2 Trumps win the higheſt of any oth 

uit. 3 „ 

Having turned up Trumps, he who hat 
the Ace muſt take the Ace turned up, 4" 


— 
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all other Trumps which immediately follow 
ic, if ſo agreed among the Gameſters, lay- 4 
ing out ſo many Cards as he took up in Lieu _— 
thereof. | 

After this they play. To win 2 Tricks 
ſignifies nothing, to win 3 or 4 wins but P 
but to win 5 is the winning of 5 

It you play at For/at, (which 3 is, the Ri- 
gour of the Play,) he who deals wrong loſeth 
and his Deal. You are bound to follow 
Suit, and if you renounce, you loſe the whole 
Game, if you ſo make it, otherwiſe but 1 or 
2, according to Agreement. 

He who plays a Card that is trumped by 
the Follower, if the next Player hath none 
of the former Suit, he muſt trump it again, 
tho' he hath not a Trump in his Hand that 
can win the former T rump, and fo it muſt 
paſs to the laſt Player. 

All the Players round are bound: to win 
the higheſt Trump played if they can. Here 
note, he who playeth before his Turn, loſeth 
1, unleſs 1 it be the laſt Card of all. 


PIVE- CARDS. 


HIS is an JIriſe 8 and is much 
played in that Kingdom for conſider- 
able Sums of Money. There is little Ana= | 
ogy berween this. 1 All. Fours. | 

4 4 
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Blut 2 Perſons can play at it, and there are 
dealt 5 Cards a- piece. The leaſt of the Black, 
and the moſt of the Red wins. The Ace of 
Diamonds is the worſt of the whole Pack, un- 


The 5 Fingers (alias 5 of Trumps) is the 
beſt Card in the Pack; the Ace of Hearts is 
next to that, and the next is the Ace of 
Trumps ; then the Knave and the reſt of the 
Cards are beſt, according to their Value in 
Pips, or as they are Trumps. 

Before you play, ask, whetber be will jive 
it, if he ſpeaks affirmatively, turn up the 
next Card of the Pack under that firſt turned 
up, and that muſt be Trumps 3 if not play 
it out : He who wins moſt Cards, wins 5, 

but he that wins all, wins 100 
- Obſerve, that the Ace of Hearts wins the 
Ace of Trumps, and the: Five-Fingers not only 
wins the Ace of Trumps, hut alſo all other 
— Tu“ ht 23 


leſs it prove to be Trump. 


cos rx COLOURS. 


HIS Game is likewiſe to be played at 


only by Two Perſons, of which the 
Eldeſt is to play firft, as in other Games. 
You muſt deal off 3 a-piece, and turn up the 


next Card following; the Eldeft is to take 
his Choice whether he will Mogg _ is, 


r © „ ow wow 2 
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change a Card, or no;) and whoſoever re- 


fuſeth, is to give the other 1 Chalk or Hole, 
of which generally 6x makes the Game. 
Then muſt the Eldeſt play, and the other, 
if he can, muſt make it up 15 for which 
he ſhall ſet up as many Holes, or Chalks, as 
there are Cards on the Table; ſo likewiſe for 


may be ſet up who played laſt, to make up 


out, muſt ſet up 1, which is called, ſetting 
up 1 for the latter, . 
This being done, the Eldeſt muſt ſhew 
how many Chalks he hath in his Hand to ſet 
up, and afcer him the Youngeſt, which they 
muſt reckon in this Manner, taking Notice 
both of the Colour and Number of the Pips 


and 25, as there go Cards to make the Num- 
ber; and if you have it by Chance in your 
Hand, and with the Card turned up, 31, 
then you muſt ſet up 4 for that, You mult 
alſo ſet up, if you have them in your Hands, 
or can make them ſo in the Card turned up, 


Coat-Cards, or others; 2 for a Knave, and 
it a Knave of the ſame Colour and Suit of 
the Card turned up, then you muſt ſet. up 43 
f . 5 5 and 


25; and alſo as many Cards as are played to 
make up 30, no more or leſs, ſo many Chalks 


31; and if 31 be not made, then he who 
played laſt, and is neareſt 31 without making 


upon the Card turned up, of thoſe in their 
Hands, ſtill reckoning as many for all the 15 


as followeth, 2 for a Pair, be they either 
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and ſo for a Duce 4, if it be of the ſame Co- 
Jour turned up: If you have 2 of a Sort, ei- 
ther Threes, Fours, Fives, Sixes, or Coat- 
Cards, you muſt ſet up 9, and this is called a 
Pair- Royal: Now if they are all either 
Hearts, Diamonds, or the like, then you 
muſt ſet up 6 for Coſtiy-Colours. If you have 
3 of a Colour, you can reckon but 2 for 
— - 
Whoſoever dealt, if he turned up either 
Duce or Knave, he muſt ſet up 4 for it; as 
for Example, imagine you had dealt your Ad- 
verſary 3 Cards, viz. the 5 of Hearts, 4 of 
Hearts, and 8 of Hearts; to your ſelf the 
Duce of Hearts, 7 of Clubs, and 9 of 
Hearts. Laſtly, you turn up a Card, which 
1s the Knave of Hearts, for which you mult 
ſet up 4; then becauſe he will not ask you to 
change r, he gives you 1, which you mult 
ſet up, and then he plays; ſuppoſe it be his 
5 of Hearts, you then play your 7 of Clubs, 
which makes 12, then he plays his 8. of 
Hearts, which makes 20; then you play 
your 9 of Hearts, which makes 29; and be- 
cauſe he cannot come in with his 5 of Hearts, 
you muſt play your Duce of Hearts, which 
makes you 31. For your 5 you mult ſet up « 

'5, then he muſt ſet up what he hath in nl | 
Hand, which you will find to be but 6, fo 1 
he has not any Thing in his Hand, but C, 
Colours. Then muſt you ſet up your _ 

e EYE 
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which are, firſt, 2 for your 9 of Clubs, and 
of Hearts, which make 15, then that 15, 
and the Knave turned up, makes 25, for 
which ſetup 33 then for your Duce of Hearts, 

which is the right, ſet up 4, and 3 for Co- 
hours, becauſe you have 3 of a Sort in your 
Hand, with that turned up; now theſe, with 
the 5 you got in playing for 31, makes you, 
this Deal, with the Knave turned up, and 


other Examples might be given, but that is 
needleſs, ſince this one is ſufficient to direct 


COLOURS, 
BONNE A C E. 


HIS Game you may look on as tri- 
1 vial, and very inconſiderable; and ſo 
it is, by Reaſon of the little Variety therein 
contained, But becauſe Perſons of Quality 
have played at it for their Diverſion, we will 
briefly deſcribe it, and the rather, becauſe it 
is a licking Game for Money. e 
Seven or eight Perſons (or as many as the 


lifting, the leaſt Card deals, which is a great 
Youngeſt Hand. 


the Cards in your Hand, juſt 20. Many 


you in all others, Thus much for Coſtiy- 


Cards will permit) play at one Time. In the 


Diſadvantage ; for that makes the Dealer 


The 
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The Dealer deals out 2 to the firſt Hand, 
and turns up the third, and ſo goes on to the 
next, ibird, fourth, fifth, &c. He who 
hath the Higheſt Card carries the Bonne, that 
is, balf of the Stake, the other remaining | 
for the Game; now if there be 3 Kings, 3 
Queens, 3 Tens, Cc. turned up, the Eldeſt 
Hand wins it. The Ace of Diamonds is 
Bonne- Ace, and wins all other Cards what- 
ever. Thus much for the Bonne; afterwards 
the neareſt to 31 wins the Game, and. he 
who turns up, or draws to 21, wins im- 

_ medaately, 0 


WIT and REASON. 


HIS Game ſeems very eaſy at firſt to 
i the Learner, but in his Practice and 
Obſervation he will find it otherwiſe. It 
is a Game ſomething like 31, and is thus 
played. 0 35 
Iwo playing together, the one hath all the 
red Cards, and the other the black : Then 
they turn up Croſs-Pile, who ſhall lead; for 
the Leader hath a great Advantage over the W 
other, as will be demonſtrated. | 
You are not to play a 10 firſt; for if you 
do, you certainly loſe; for 31 being the 
Game, he who firſt comes to it wins; now 


ſhould the Leader play a 10, the Follower 


FF Les AMS << 


will 


WIT and REASON. 229 
will play another 10, that makes 20; let the 
Leader then play any Thing next, the Fol- 
lower will be ſure to make it up 31. 15 

He who hath the Lead, if he play a 9, 
may certainly win the Game, if he look about 
him; ever remembring to get firſt to 20, 
without ſpending 2 of one Sort, as 2 Duces, 
2 Trays, 2 Quaters, &c, otherwiſe you will 
loſe : As for Example, you play a 9 firſt, 
your Adverſary plays a Duce, that makes 
11, you play a 9 again, and that makes 20; 
thus you have played, but both Nines, 
wherefore your Antzgoniſt plays a Duce; 
now you can play on no Card but he wins; 
for if yau play an 8 (for you cannot come in 
with your 10) and you have nota 9, then he 
hath an Ace for 31; fo if you play a 7, 
which makes 29, he hath a Duce remaining 
to make up 31, and ſo you may obferve in 
I: the reſt of the Cards. 5 
us Take this for a general Rulę, that you have 

a very great Advantage in fetching out, by 
Play, any 2 of a Number, as aforeſaid ; as 
2 Fives, 2 Sixes, 2 Sevens, &c. wherefore 
you muſt not play raſhly, but with the Con- 
ſideration arithmetically grounded, to make 
up a certain Game of 32 Y 
To conclude, he who hath the Art of play- 
ing well at 31, that is, by naming ſuch a 
Number, at firſt, and proſecuting it by ſuch 
Addition of others, that his Adverſary can- 


not 
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not think of any Number, but what ſhall be 
his Game; I fay, ſuch a Man is fitteſt to 
play at this Sp called Wir and Reagow, 


The AR 7 of MEMOR Y. 


HIS us rather a Sport, than a Game. 

| Money may be won at it, but it is moſt 
moths the Way to a the Drunkard, It 
is the beſt when many play at it 3 for with 
few it is no Sport at all : For Example 3 As 
many Perſons as do play, ſo many Cards 
trebled muſt be thrown down on the Table, 
with their Faces upwards 3; which every one 
muſt take Notice of, and endeavour to regi- 
ſter them in his Memory. Then the Dealer 
muſt take them all up, and ſhuffling them, 
aft-- cutting, deals to every one 3 a- piece. 
The firſt, it may be, calls for a King, 
Which muſt. be laid on the Table, with his 
Face downwards by him who hath it in his 
Hand; the next, it may be, calls for a 10 0 
Spades, which muſt be laid down in like man 
ner, and ſo it goes round; now if any one 
calls for what is already laid down, if the 
play for Liquor, he muſt then drink a Glaſs: 
if for Money, he muſt then pay a Stake, 
whatever the Sum be they play tor, 


| 


Thi 
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This Sport wholly depends on the Memo- 
ry ; for want of which a Man may loſe both 
his Money and his Underſtanding. 


PLAIN DEALING. 


e, E who deals, hath the Advantage of 
ſt H this Game; for if he turn up the Ace 
It of Diamonds he cannot loſe : To his Adver- 
th fary he delivers out 9, and but 3 to himſelf, 
schen are the Cards played as at Vbiſt, the 


beſt of Trumps, or other Cards wins, and 
but one to be gotten at a Deal. I cannot 
commend this Paſtime for its Ingenuity, and 
therefore only name it, becauſe we treat of 


ler Games in general. 

m, „ 

2 | Queen NAZARENE. 

1s | 

bY A S many may play at this Game as the 
) © Cards will allow, 5 Cards are dealt to 
an-Y every Player; the Queen of Diamonds is. 
one Veen NAZARENE, and he who hath it, de- 
hey mands 3 a-piece of every Player. The 


Knave of Clubs is called Knave- Knocker, and 
kei he that has it, challengeth 2 a-piece. If 
Women play among Men, it is cuſtomary 
tor Knave- Knocker to kiſs Queen NAZARENE. 


Laſtly, 
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'Laftly, he who lays down a King, the laſt 
Card that is played challengeth 1, and begins 
again; and he who hath firſt played away 
his Cards, demands as many Counters as 
there are Cards 1 in the Hands of the reſt, 


FE XN. E.G . 


AVING dealt 7 Cards a- piece, turn 
up a Card, and that is Trumps, The 
Ace and Coat- Cards of Trumps are thus reck- 
oned. The Ace is 5, the King 4, the Nee 
3, and the Krave 2. 
Having played, he who wins the firſt 
Trick, turns up another Card, and that is 
Trumps ; and ſo every Trick produceth a | 
freſh Trump, till all the 7 be played. Now 
if it ſo happen, that what 1s turned up proves 
an Ace, or Coat-Card, it is a great Advan- 
tage to him who won the laſt Trick; for if 
it de an Ace turned up, then he reckons 5,1 
a King 4, if a Queen 3, as aforeſaid. 
After all the 7 Cards are played, (whichat 
firſt are dealt 1 by 1,) he who won the laſt 
Trick turns up a Card, and if it proves Ace, 
King, Queen, or Knave, he reckons for it ac- 
cordingly as aforeſaid, -- 

If the 7 of Diamonds be turned up, that is 
Peneech, and is reckoned 14 turned up, but 
it is but 7 in Fand, and not that — 
unle 
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unleſs Diamonds are Trumps: If it be Trump, 
it is the higheſt Card, and wins all others 
r it be not Trump, it wins all Diamonds. © 

Laſtly, having played out all the 14 Cards 
betwixt you, count how many Cards you 
have more than your own 7 at firſt dealt you, 
and for every Card reckon 1, and fo you 
muſt reckon on with the Value of your Coat- 
Cord Trumps, with Peneech turned up, or 
e Win Hand, till you come to 61, which is the 
ame. | N 


en Note, if you have neither Ace nor Face, 


you may throw up your Game and deal again. 


z 


POST and PAIR 


ves | 
in- 


played in the Weſt of England. 1 3 81 


ave the Boldneſs to venture much upon the 
Vie, tho? their Cards are very indifferent. 

Lou muſt firſt ſtake at Poſt, next at Pair; 
ater this, deal 2 Cards a-piece, then ſtake at 


1 at 
laſt 
ce, 


t is ain, if any of the Gameſters Vie it; if 
but rot, the Dealer may play it out, or dou- 
zer, Able it. | 


lets 


PO ST and Pain is a Game very much | 


This Game depends much upon daring ;. 
o that ſome may win very conſiderably, who 


the Seat, and next, deal the third Card about. 
The Eldeſt Hand may paſs and come in 
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The Ace of Trumps, + is the beſt Card of 
all, and ſo on of the reſt in Order. Ar Poſt 
the beſt Cards are 21, viz, 2 Tens and an Ace, 
but a Pair-Royal wins all, beth Poſt, Pair, 
and Scat. Obſerve, that he who hath the beſt 
Pair, or the beft Poſt, is the Winner. A 
Pair is, a Pair of any ice, as 2 Kings, 2 
Queens, fc. A Pair-Royal is of 3, as} 
Kings, 3 Queens, Sc. The Vie, is what you 
pleaſe to venture upon the Goodneſs of 
your own Hand: Or if it be bad, and you 
imagine your Adverſary's is ſo likewiſe, then 
bid high couragiouſly, by which Means you 
daunt your Antagoniſt, and ſo bring him to 
Submiſſion, 

If the Gameſters keep i in till all have done 
and by Conſent ſhew their Cards, the beſt 
Cards carry the Game. Now, according 
to Agreement, thoſe who keep in till laſt, 
op divide the Stakes, or ew the beſt Carc 

Or it. 

One, where Ft 3 fall i in ſevera 

Hands of the ſame Sort, as a Pair, or Pair; 


Royal, and ſo forth, the Eldeſt Hand Cars 
ries it. | | 


Jugs]: >; 
BANKAFALET. 
4A FRENCH GAME. 


T this, the Cards muſt be cut into as 
many Heaps as there are Players, or 
more, if you pleaſe, and every Man lays as 
much Money on his own Card as he thinks 
fit, or on the ſupernumerary Heaps. So 
many as the Dealer's Card is inferior to, ſo 
many he pays; ſo many as his Card is ſußer 
rior to, fo many he wins from. 

The beſt Card is the Ace of Diamonds, the 
next to that, the Ace of Hearts ; thirdly, the 
Ace of Clubs; and laſtly, the Ace of Spades, 
and ſo the reſt of theſe Suits in order, ac- 
cording to their Degree. The Knack lies in 
ſecuring an Ace, or any other good ſure 
vinning Gard; and if you mark the Cards 
beforehand, fo as to know them by the 
Backſide, you may then make your Ad- 
FW” | / 


La Bete, that is, The Br. as 1. 


care 


French Gn all o, and bes after this 
K Manner. The beſt Cards are, King, 
Deen, and fo forwards. They make 3 
Heaps, the King, the Play, and the 7 __ 
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To every one is dealt 5 Cards (3, 4, 5, 
Perfons, or more, may play at it) Before | 
the Cards are dealt, every one ſtakes to the 
three Heaps, He who wins moſt Tricks, | 
takes up the Heap that is called the Play: 
He who hath the King takes up the Heap ſo 
called; and he who hath 3 of any Sort, that 
is, 3 Fours, 3 Fives, 3 Sixes, Sc. takes 
We Trot. He, a 
Thus much for the Games on the Carns:! 
But for the Reader's farther Entertainment, 
we have now added ſome diverting Fancies | 
upon the ſame ; taken from the celebrated | 
Mr. Ozanam's Mathematical Recreations, | 


— 


GAMks within the TABLEs. 
I. The Famous Gans of 
|  VERqQUERE. 


1 Game is originally ſaid to be of 
of Dutch Extraction, and one of the 
moſt noted Diverſions among the Hollanders. 
The Manner of playing igis thus, viz. | 
All the Table- Men are placed on the Ace- 
Point, where you ſet the wo Men at Back- 
Gammon ; and as at that Game, bring own 
round 
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round into your own Tables, but with diffe- 
rent Circumſtances; for you are not allowed 
to make a Point in either of your Tables, next 
your Adverſary, the farther Ace- Point ex- 
epted, for there you may. do it as your Dif. 
cretion does beſt dire&t you; but you may 
uke as many Points in your own Tables as 
you think good, to advantage your Game, 
and by ſo doing, to hinder your Adverſary 
from approaching you, or by the Luckineſs 
of his Throw to get the better of it. | 
In the next Place, you are to obſerve, that 
this Game is commonly played double and 
ſingle 3 the double is called JohN, which is a 
particular Advantage your Adverſary gets 
over- you, if his Luck in throwing be extra- 
ordinary: But you can never be Johx'p, ex- 
cept you have more Men than you can enter 
upon i Points, that is to ſay, 7 Men, 
which is 1 more than your Points will bear ; 
and in ſuch a Caſe you muſt yield the Double, 
1 5 your Game is in Danger to 
e loſt. | | 
Note, That tho' you always point as your 
of MY Caſt affords you Convenience, and to the beſt 
he Advantage of your Game, yet you cannot 
rs, enter two Men upon any Point, and in that 
Particular this Game is more remarkable than 
any other played upon the Tables. 17 
You play Doublets, and at laſt bear away 
all your Men, as at Back-Gammon, and the 
| Art 
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233 The CITY GAMESTER. 
Art is in managing your Throws to mak 
your Game proper; for this, whilit you 
Adverſary, by ill Throwing, or indifferen 
Management, lags behind, is very conve 
nient for you to be ſkilled at. Note alſc 
that when you have more Men to enter, tha 
you have opened Points to receive them, yo 

are to let your Adverſary throw; which 
have ſeen for a conſiderable Space of Time 
until by play ing his Men forward (contriving 
as much as poſſible he can, to gain the Pre 
heminence, and put back your Game) hi 
makes Room for you by a Vacancy ; elſe 
perhaps, the Nature of this Diverſion is ſuch 
that the Game may hold out a long Time 
there being no Poſlibility of going on, ti 
you have the Privilege, by his opening th 
Paſſage for you on the Tables, to enter you 
remaining Men. 
Note too, that if you hit any of your Ad 
verſary's Men, by a fortunate Caſt of you 
Dice, and that he has the favourable Fortune 
preſently after to hit you again: In ſuch ! 
Caſe, which, indeed, is not very commo 
if there be not Room for you to enter in hi 
Tables, nor for him to Perfect the Advantag 
of his Throw to enter in your's, it is the Na 
ture of this Game, that you muſt loſe it dou 
ble, you being the firſt to throw. This, and 
the reſt of the Accidents of Verquere, - 
8 : 
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e moſt. other Games, to be underſtood, 
id avoided, by Experience in Play. 
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S a French Diverſion; and moſt com- 
monly uſed by Perſons of the firſt Quality. 
It is thus played: The Table-Men are to 
e placed on the Side of the Tables. Next, 
is alſo to be obſerved, that beſides the Ta- 
dle-Men, with which you play, there are 3 
ther Pieces to be uſed, called Markers, whe- 
her Half Crowns, or Halfpence, or any 
ther Coin: Theſe are to mark the Throw 
your Dice, on the Points of the Tables 
mich, are ad vantageous to you: For Exam- 
le, If in your firſt Tables you make ſingle 
Toots, in 3 Caſts, or Throws, you mark. 
mth one Marker 4. 95 
There are 12 Holes on the Sides of your 
Tables, with Pegs in them, for the Uſe of inn 
this Garde. Note then, that 12 Marks gain=- . | 
ed on the Points of your Tables, make an Wi 
Hole, and 12 Holes make up the Game, if | {ann 
you agree to it; elſe leſs, or more: If you Wo |! 
fill up, your Points, for every ſingle Throw way 
on the Dice, - you make 4, and for Doublets 
b; and may hold your Game as long nw 
| thin 
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breaking up your own, and your Adverſa 


advantage; but if he throws ſo well, as tc 


cannot paſs. Note, that when you have 
marked 12 with your Marker, which, as 


off, break up your Tables, and begin again 
provided you have the Dice ; or elſe yo 


change it for another, you are obliged to play 


think convenient, that is, play on withoy 


ry's, if you believe you ſhall. get no Adyan, 
tage by beginning again. 

If you hold with' your double Men it 
your Tables, before you can, make a Point 
and your Adverſary cannot fill his Tables 
you are obliged with your Man to paſs over 
into his Tables, tho? it be commonly a Di 


fill up, then it alters the Matter, and yo 


faid before, makes up 1 Hole, you may 90 


cannot. 
If in playing this Game, you whack a Ma 
raſhly, as intending, to play it, and think tc 


it as you before intended, 
Nete, As to thoſe Men that are obliged td 
paſs over into the Adverſaty's Tables, "If he 
hits them, he marks thus: 
For every ſingle Throw 4 ; for Doublets 
6; and'if at any Time, by your good For 
tune in throwing, you can mark over anc 
above 12, you muſt then mark a Hole, o 
elſe 2, if you go double, and the Overplus 
remaining is called 2 the Good, provided yo 
do not break your Game : You cannot 
| | OU, 


Grand TRICK TRACK. 24r 
olf, nor break your Tables by your Adver- 
fary's Throws. And note, that if you 
chance to make more or leſs than is right, it 
z in his Power to take the Advantage, put 
you back, or oblige you to mark full, This 
s what is moſt conſiderable in your firſt 
Cables, 


ls: For every Man you hit of his with a 
Ingle Die, you mark but 2; and for Dou- 
blets 4 3 tho? in his firſt 7. ables, 4 for each 
| ole Die, and 6 for Doublets. | 

If you chance to hit a Blot or two in your 
\dverſary's Tables, and cannot paſs, by 
aſon of his Man ſtanding in your Way, 
nd hindering you, it is allowable for him to 


Wn Throws in both Tables, as before- 
nentioned. | 

The Ace-Point of both Corners: in the 
und Tables, cannot be divided here, nor 


jeu of that Convenience, if the Dice fa- 
bur, for each ſingle Caſt, you mark 43 and 
r Doublets 6. 

Then as that Part of the Game, called 


. ens des Retour, or the Back- Game, which is 
pla e latter Part: Next, bearing off your 
en, as it is uſed at Back- Gammon, you play 


Keavouring.to fill up the Points, as at the * 
M Fore- 


Now, as to your bee s ſecond Ta- 


ake the Advantage of marking by your 


Il the Corners, as at other Games; tho” in 


ur Men as faſt as you can, into his Tables, 
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Fore-Game ; which being done, you bear off 
your Men; only there is one Diſtinction be- 
tween this: and Back-Gammon (noted before) 
that as Doublets chrown at the laſt Caſt gives] 
conſiderable Advantage to the Gameſter there, 
it is here of no Value, nor gives any Addi- 
tion to the Throw. DN = 
+ Note, That if at any Time you break up 
your Tables, and diforder your Men, excep 
by gaining 12 Points, you can mark a Hole 
it is in your Adverfary's Power to: oblige yor 
to hold your Game on ſtill, and to play a 
the Table-Men you have fo touched and dif 
ordered to his own Advantage. | 
Nate alſo, That we diſtinguiſh. the Sing] 
from the Double, in this Manner: If you 
Adverſary, by his ill Fortune in throwing 
has no Points on his Tables marked, altho 
your Throw is ſingle, yet ſtill you may mar 
a double Point; but if otherwiſe, he has ſuc 
good Luck by the Dice, to have any Pol! 
to mark, then he comes double; which 50 
are to take off again, if you can hit him. 
Theſe are all the Paſſages that are conſid: 
able in this Game; which tho' eaſily to | 
comprehended, by thoſe who divert the 
ſelves with playing often at Tables, and eſp 
cially ſuch: who have any Skill in Tict-Tas 
of which, this Game is obſerved to make 
Compleatment, by adding more Parts 2 
© Embelliſhments 3 yet the moſt ready * 


Of IRISH, 28 


for a young Gameſter, who is deſirous to learn 
it, is to ſee it performed by two Gameſters; 


and then taking Notice of theſe Inſtructions, 
he will preſently be let into the Soctet. 3 


III. Of IRISH. 


RISH isan ingenious Game; 1 9 | 
a great deal of Skill to play it well, ef cat 


call the Aſter- Game, it is thus played: 

The Men, which are 30 in Number, are 
equally divided between you and your Adver- 
fary, and are thus placed: 2 on the Ace- 
Point, and 5 on the Sice of your Left - Hand 
Table, and 3 on the Cinque, and 5 on the 
Ace-Point of your Right Hand Table, an- 
ſwered on the like Points, by your Adverſa- 
ry's Men, with the ſame Number; or thus, 
2 of your Men on the Ace-Point, 5 on the 
Double-Sice, or Sice-Cinque Point, 3 on the 
Cinque-Point in your Tables, and 5 on the 
Sice- Point at Home; and all theſo Jo 
alike by your Adverſary. 

In your Play have a Care of being too 
forward; and be not raſh in hitting every 
Blot, but with Diſcretion and Conſideration, 
move ſlowly, but ſecurely; by which Means, 
tho” your Adverſary has filled his Tables, but 
With all Blots, and you by hitting him, enter, 
| you may win the Game; nay, ſometimes, tho? 
lie _ borne his _ all to a very few. : 
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244 The CITY, GAMESTER, 
It is the Part of a prudent Commander, ag 
he leads out his Men, to bring them home as 
ſafe as poſſible: So muſt you have a Care of 
your Men as you are bringing them home, 
that they are not picked up by the Way. 
Have a ſpecial Care that your Adverſary 
double not the Trey-Ace- Point with his Men; 
and ſo make what convenient Haſte you can 
to fill up your own Tables, and beware of 
blotting: That done, bear as faſt as you can. 
For an After-Game, I know not what In- 
ſtructions to give: You muſt herein truſt to 
your own Judgment, and the Chance of the 
Dice; and if they run low for ſome Time, it 
will be ſo much the better. 


IV. Of BACK-GAMMON. 


OUR Men are placed as at 1ri/þ ; and 
this Game differs but very little from 
That, but in Doublets; which, at Back. 
Gammon, is played four-fold, and makes a 
quicker Diſpatch of the Game, than 1r1/þ. 
Be ſure to make good your Trey- Ace-Points 
hit boldly, and come away as faſt as you can; 
to which End, if your Dice run high, you 
will make the quicker Diſpatch, _ 
When you come to bearing, have a Care 
of making when you need not; and Dou- 

blets now will ſtand you molt in Stead, 


without Doublets, wins 1. 
bflets, he wins 2. 1 


fary's Men be come in, that is a Bacł. Gam- 
non, which is 3 but if you thus 89 off | 
wich Doublets, it is 4. 


Gammon, for the Benefit of entering; wheres 
fore, have a ſpecial Care, that you have not 
Cinque-Duces, and Quatre Treys put upon 
you; it may quickly be Fe by the run- 
ning of the Dice. 


great Advantage of a Novice, or innocent 
Man; which is commonly by topping or 
knapping z which, by its often Practice, may 
de ſuſpected by his Adverſary: Then he has 
Recourſe to Dice, which run particular 
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If both bear together, he who is firſt of 


If both bear, and one goes off with Dov: 1 


If your Table be clear before your Advert 


: Falſe Dice are much uſed at Triſh and 2 


The Perſon who is cunning at Play, The 


— 
* 4, 
», 


Chances for his Purpoſe ; which, the other 
being ignorant of, is almoſt an equal Advan- 
tage with the former. - For Example : He 
provides Dice that run 6, 5, 4; it is his Bu- 
lineſs to ſecure thoſe Points: So that if he 
happens to ſurprize any of your Men com- 
ing home, as it is Two to One but he does, 
he will, Wicht a Miracle, win the Set. 
It is poſſible ſometimes they may make uſe 
of 3 and 2, which are the low Chances; but 
that they ſeldom do, for this Reaſon, the 
„ high. 
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high or forward Points being ſupplied, you 
muſt enter, if at all, upon the low Points; 
which keeps you backwards, and gives him 
Advantage. The Advantage of this Game 
is to be forward, if poſſible, upon ſafe Terms, 
and to point his Men at ſuch a Rate, that it 
mall not be poſſible for you to paſs, tho? you 
have entered your Men, till he gives you Li- 
berty, having Two to One the Advantage of 


v. Of TICK-TACK, 


LL your Men muſt ſtand on the Ace- 
Point, and from thence play forward; 
but have a Care of being too forward, or fo, 
at leaſtwiſe, that Doublets reach you not. 
Secure your Sice and Cinque-Point, what- 
ever you do, and break them not, unleſs it 
be when you haye the Advantage of going 
in; which is the greateſt Advantage you can 
have, next to a Hit: For your Adverſary's 
41th Point ſtanding open, you have, it may 
be, the Opportunity of going in with two of 
your Men, and then you win a double Game. 
A Hit is but 1; and that is, when you throw 
ſuch a Caſt, that ſame one of your Men will 
reach your Adverſary's unbound, but ſome- 
times, tho? it hits it, will not paſs, by Rea- 
ſon of a Stop in the Way; and then it is no- 
thing. Sometimes it is good, going over 

| 0 Oe into 
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into your Adverſary's Tables; but it is beſt 
for an After=Game, | 

Playing cloſe at Home is the fecureſt Way; 
playing at length is both raſh and unſafe ; 
and be careful of binding your Men when 
you lie in Danger of the Enemy, Moreover, 
if you ſee you are in Danger of loſing a dou- 
ble Game, give your Adverſary 1; if you 
can, it is better doing ſo than loſing 2. 

Here note, if you fill up all the Points of 
your ſecond Table with your own: Men, you 
win 2; and that you may prevent your Ad- 
verſary from doing ſo (if you are in Danger 
thereof) if you can, make a vacant Point in 
his Tables, and it is impoſſible for him to do it. 

This is the plain Game of Tick-Tack, which 
; called ſo from Touch and Take ; for if you 
touch a Man you muſt play him, tho? to your 
Loſs; and if you hit. your Adverſary, and 
neglect the Advantage, you are taken with 
a Why-not, which is the Loſs of 1: Like- 
wiſe if you are in, and your Caſt is ſuch that 
you may alſo go into your Adverſary's 11th 
Point, by 2 other Men, and you ſee it not, 
either by Careleflnefs or eager Proſecution of 
a Hit, which is apparent before your Eyes, 
you loſe 2 irrecoverably. Beſides, it is a very 
great- Overſight, as your Men may ſtand, 
not to take a Point when you may do it. 

Now ſome play this Game with Toots, Bo- 
veries, and Flyers ; Toots is, when you fill 
Fon, M0: 4 up 
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up your Table at Home, and then there i is 
required ſmall Throws ; for if you get over 
with a Sice, you have no Benefit of Toots, 

Boveries, 1s when you have a Man in the 
1th Point of your own Tables, and another 
in the ſame Point of your NF, di- 
rectly anſwering. 

Flyers,. is when you bring a Man round the 
Tables before' your Adverſary hath got over 
his firſt Table; to the effecting of which there 
is required very high throwing on your Side, 
and very low throwing on his. 
MꝰM uch more might be ſaid as to the Craft | 

of the Play, which cannot be ſo well diſco- 
vered, as from Obſervation in your OWN or 
others Playing. 


VI. Of DOUBLETS. 


T Doublets the 15 Men are thus placed; 
upon Six, Cinque, and Quatre, there 
are 3 Men a-piece z upon Trey, Duce, Ace, 
but 2 a- piece. 

He who throws moſt hath the Benefit of 
throwing firſt ; and what he throws he lays 
down, and ſo doth the other ; what the one 
throws and hath not, the other lays down for 
him to his own Advantage; and thus they 
do till all the Men are down; and then they 
bear, but not till they are down; he who is 


. down firſt bears firſt, and will n win 


the 
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the Game, if the other throws not Doublets 
to overtake him. Now he who throws Dou- 
blets apace, is certain to win; for as many as 
the Doublets are, fo many he lays down, or 
bears. For Example; If 2 Fours, he bears 
8, and ſo for the other Doubieis; and there- 
fore he who can either nap, top, or hath high 
Runners about him, hath a great 2 
herein. 


ow 


vil. sI E- Ac E. 


3 n bon nv . 


IV E Perſons may play at Sus Fee with 
6 Men a- piece, they one load another 
with Aces; Sixes bear only, and Doublets 
drinks and throws again; ſo have I often 
ſen ſome who, for the Lucre of a little Mo- 
ney, have reſolved rather to loſe themſelves 
|, chan a Penny. It is commonly agreed the- 
re WI laſt wo, or the laſt out, ſhall. loſe, and the 
e, reſt ſhall go free. 
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of Ml VIII. CATCH- DOLT. 
4 Wy Catch- Don, the firſt: throws, and 
for lays down from the Heap of Men with · 


ey out e Tables; what is thrown at, it may 

ey be Sice-Duce ; if the other throw either Sice- 
is or Duce, and draw them not from his Ad- 
„in verſary's Tables to the fame Point in his ow]n, 
the 5 takes: them from: the Heap, and lays the 
| M. 5. Ace: 
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250 De CITY GAMES TER. 
Ace down, he is dolied, and loſeth the Game; 
or if he touch a Man of the Heap, and then 
recal himſelf, the Loſs is the ſame. Some 
by frequent Practice will never be dolted, and 
then they ſtrive who ſhall fill up their Table 
firſt ; which done, he who bears them off 
firſ# hath won the Game. 

So much for Games within the Tables, 


Gaus without the TABLES. 
* INN and INN. 


I. and INN is a Game formerly very 
much uſed, and may be played by ws 

or three Perſons, each having a Box in his 
Hand. It is played with four Dice. You 
may drop what you will, Sixpences, Shit 
lings, or Guineas ; every Inn you drop, and 
every Inn and Inn you ſweep all; but if you 
throw out, if but wo play, your Adverſar) 
wins all; if 7bree that Out is a Bye between 
the tuo other Gameſters, which they may ei- 
ther divide or throw out for it. Here you 
ate to obſerve that Out, is when you have 
thrown no Doublets on the foxr Dice; Inn 
is when you have thrown o Doublets of 
any Sort, as o Aces, two Duces, wo 
Kings, Se. In and Inn is, when you 
throw all Doublets, whether all of a Sort, or 
otherwiſe, viz, Four Aces, four 1 or 
I our 
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frequently ſeen, that in a Battle of 10 l. a 


Now, this Box was but half boared wide at 


Box, he got the firſt Night 10001. and the 
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Treys, #wo Quatres, or wo Cinques, #w9- 
Sixes, G c. N 
Tour Battle may be fought for as much or 
as little as you will, from 205. to 201. and ſo 
onwards, to 2000 l. which Battle is not end- 
ed, till all the Money be won : And it is. 
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Gentleman hath been reduced to 35. and yet 
hath won the Battle at laſt. 
For a Gameſter, who would win without 
hazarding much of his Money, Dice that 
will run very ſeldom otherwiſe but 6, 5, 4» 
are very neceſſary. I thoſe Inftruments are 
not to be had, a Taper-Box will not be amiſs 3. 
that as the Dice are thrown in, may ſtick by 
the Way, and ſo thrown to Advantage. I 
have been told of one of theſe Sharpers, who 
cauſed a Box to be made, not as they are 
uſually . ſcrewed within, but ſmooth ; and 
procured it to be ſo well painted and ſhadow- 
ed within, that it looked like a ſcrew'd Box: 
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the Top, and narrow at the Bottom, that the 
Dice, as aforefaid, might ſtick, and the Box 
being ſmooth, would come out without tum- 
bling. With this Box he went and played at 
Inn and Inn, by Virtue whereof, and his Art 
of taking up and throwing his Dice into the 


next Night 2001, a Year (with a Coach and: 


/ 
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Six Horſes) and enjoys the Eſtate to this Day, 

with great Improvements z and never would 
handle a Die ſince, well knowing how many 
. worthy F amilies it hath. ruined. 


U. Of PASSAGE. 


 TJYASSAGE is a Game at Dice to be 
played at but by Two Perſons ; and it 
is performed with 3 Dice. The Caſter 
throws continually, till he hath. thrown Dou- 
blets under 10, and then he is out, and 
loſeth ; or. Doublets above 10, and. then he 
paſſeth, and wins. High Runners. are moſt 
_ requiſite for this Game, ſuch as will rarely 
run any other Chance, than-4, 5, or 6; by 
which Means, if the Caſter throws Doublets, 
he can ſcarcely. throw out. There is the ſame 
Advantage of. the ſmooth taper Box, afore- 
ſaid, in this Game, as at Inn and Inn, with 
the like Benefit of the Dice, whether by 
palming,. topping, ſlurring, or knappiug, 


IF UI. Of HAZARD. 
| 5 dips S Game. is moſt properly denomt- 


1 nated; for it. makes a Man, or undoes 
bim, in the twinkling, of an Eye; either a 
Man, or a Mouſe, | 

It is played but with Two Dice; 20 Per- 

ſons may be engaged, or as many as _ 
— | | Then 


| There are two Things herein, chiefly to be 
obſerved, viz. The Main and Chance : The 
Chance is the Caſter*s, and the Main the Set- 
ter's. There can be no Main thrown above 
9, nor under 5: So that 5, 6, 7, 8, and 
9, are all the Mains which are flung at Ha- 


Thus 4 is a Chance to q, 5 to 8, 6 to 7, 7 
to 6, 8to5, and: 9 and 10 a Chance to 3, 


as 5 and 5, 6 and 6, 7 and 7, and ſo on; 
or 6 and 12, 7 and 11, 8 and 12; where 
note, that 12 is out to 9, 7, andg ; and 11 


Duce- Ace, are out to all Mains whatever. 


for your better Information: 7 is the Main; 


the Caſter throws 5, and that is his Chance ;. 
and ſo hath-5 to 7: If the Caſter throws his 


own Chance, he wins all the Money ſet him; 


Nt- 
ra throws 1.1, that is a Nick, and ſweeps awa 


er- 
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zard ; Chances and Nicks, are from 4 to 10: 


6, 7, and 8: In ſhort, 4, 5, 6, 7, 8, 9,. 
and 10, are Chances to any Main, if any of 
theſe nick it not: Now, Nicks are either 
when the Chance is the ſame with the Main, 


is out to 9, 8, 6, and g: Ames-Ace, and. 


That I may the better illuftrate this Game, 
it will not be amiſs, ta give one Example, 


but if he throws 7, which was the Main, he 
muſt pay as much Money as is on the Table: 
If again, 7 be the Main, and the Caſter | 


all the Money on the Table ; but if he throws 
a Chance, he muſt wait which will come firſt. 
Laſtly, if 7 be the Main, and the Caſter 
oa” . = throws 
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254 The CITY GAMESHER. 
throws Ames- Ace, Duce-Ace, or 12, he is 
out; but if he throw from 4 to 10, he hath 
a Chance, tho? they are accounted the work 
Chances on the Dice, as 7 is reputed the beſt 
and eaſieſt Main to be flung : Thus it is in 
8 or 6, if either of them be the Main, and 
the Caſter throws either 47 5, 75 9, Or 10, 
this is his Chance, which if he throw firſt, 


he wins, otherwiſe loſeth ; if he throw 12 to 
8, or 6 to the ſame Caſt with the Main, he 


Wins; but if Ames-Ace, or Duce-Ace to all, 
he loſeth 3 or if 12, when the Main is either 
5 or 9. Here nothing nicks 5 but g, nor 


nothing 9 but 9: 4 and 5 to 7 is the worſt 


Chance ; becauſe 4 (nicknamed by the Shar- 


2. Little Dick Fiſher) and 5 have but two 
Chances, Trey-Ace and /wwo Duces, or Trey. 
Duce and Quatre-Ace. Whereas, 7 hath 
three Chances, Cinque Duce, Sice-Ace, and 
Quatre Trey; in like Condition is 9 and 10, 
having but 29 Chances, Sice-Trey, Cinque 
and Quatre, or Sice-Quatre, and two Cinques. | 
Now, 6 and 8, one would think, ſhould | 


admit of no Difference in Advantage with 7 


but if you will rightly conſider the Caſe, you | 


will find a great Advantage in 7, over 6 and 


8. How can that be? you will ſay. Hath | 


not 6, 7, and 8, eight equal Chances? For 
Example: In Sice, Quatre Duce, Cinque- 
Ace, and we Treys ; in 8, fix Duces, 
 Cinque-Trey, and t äo Quatres : And hath 
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not 7 three, as aforeſaid ? It is confeſſed, 
But, pray conſider the Diſadvantage in the 
Doublets, we Treys, and two Quatres, and 
you will find that Sice-Duce is ſooner thrown; 
than jwo Quatres; and ſo conſequently 
Cinque-Ace, or — 955 ſooner than 
09 Treys. 

1 faw an old Rook once take up a young 
Fellow in a Tavern upon this very Bet: The 
Bargain was made, that the Rook ſhould have 
7 always, and the young Gentleman 6, and 
throw continually, To Play they went, the 
Rook won the firſt Day 101. and the next 
Day the like Sum, and ſo for fix Days toge- 
ther, loſing in all, 60 J. Notwithſtanding the 
Gentleman, I am confident, had fair Dice, 
and threw them always himſelf. And farther 
to confirm what I alledged before, not only 
this Gameſter, but many more have told me, 
that they defired no greater Advantage than - 
this Bet, of 7 to 6. But it is the Opinion of 
moſt, that at the firſt Throw the Caſter hath. 
the worſt of it. 
| Hazard is certainly the moſt bewitching 
Game that is played on the Dice; for when 
a Man begins to play, he knows not when to 
leave off; and having once accuſtomed him- 
ſelf to it, he hardly ever after minds any 
Thing elſe. 


80 much for Games without the Tables, 
0 
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IV. 07 BILLIARDS. 


HIS polite Aae is e ae 
T from ah; and. for the Excellency of iW- 
: Fu Recreation is much approved of, and 
played by moſt Nations in Europe, eſpecially 
in England, there being few Towns of Note, 
which have not a publick Billiard- Table. But 
there are very few Billiard- Tables which are 
found true; and therefore ſuch as are exactly 
levelled, are highly valued by a good Player; 
for at a falſe Table, it is impoſſible for him 
to ſhew the Excellency of his Art and Skill, 
whereby Bunglers many times, by knowing 
the Windings and Trick of the: Table,. have 
ſhametully beat a very good Gameſter, who 
at a true Table would have given him Odds. 
There is belonging to the Table an Ivory 
Port, which ſtands at one End; and an Ivory 
King at the other, two ſmall Ivory Balls and 
two Sticks (called Maſts). If your Balls are 
not compleatly round, you can never expect 
good Proof im your Play. The Maſts are 
made of Brazil, Lignumvitæ, or ſome other 
- weighty Wood, which at the broad End are 
tipped with Ivory if the Heads happen to 
0 tooſe,. you. will never ſtrike a ſmart Stroke; 
but that Defe& is eaſily perceived by the hol- 
low Deadneſs of your Stroke, and. faint run- 
ROE. of _ Ball. - 
he 
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The Game is 5 by Day-light (or 7, if 
Odds be given) and 3 by Candle-light, or 
more, according to Odds, in Houſes that 
make a Livelihood thereof : But in Gentle- 
mens Houſes there is no ſuch Reſtriction; 


or the Game may juſtly admit of as _— 


as the Gameſters pleaſe to make. 
For the Lead, you are to ſtand on the one 
ide of the Table, oppoſite to the King, with 
your Ball laid near the Cuſhion, and your Ad- 
erfary on the other in like Poſture; and he 


hat with his Stick makes hw Ball come neareſt 


the King, leads firſt. 


The Leader muſt have a Care, that at the 


rſt Stroke, his Ball touch not the End of the 


able, leading from the King to the Port; 


but after the firſt Stroke, he need not fear to 
lo it; and let him fo lead, that he may ei- 
her be in a Poſſibility of Paſſ ing the next 


Stroke, or ſo cunningly lie, that he may be 


In a very. fair Probability of Hazarding his 
\dverſary*s Ball, the very Stroke he plays 
after him. = 
The Conteſt is, who ſhall paſs firſt, and in 
bat Strife, there are frequent Opportunities 
b Hazarding one another; and it is very 
pleaſant to obſerve, what Policies are uſed in 


undering one another from the Paſs, as by 


urning the Port with a ſtrong clever Stroke; 
or if you turn it with your Stick, it muſt be 
tt right again; but indeed more a = 


1 
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he who doth it ſo ſhould loſe 1. Some. 
times it is done (when you ſee it is impoſſible 
to Paſs) by laying your Ball in the Port, or 
before your Adverſary's Ball, and then all he 
can do is to paſs after you. If he has paſſed, 
and you dare not venture to paſ5 after him, 
for fear he ſhould in the Interim touch the 
King, and ſo win the End, you muſt wait 
upon him, and watch all Opportunities to 
Hazard him, or King him; that is, when his 
Ball lies in fuch a Manner, that when you 
ſtrike, his Ball may hit down the King, and 
then you win 1. 
But, if you ſhould King him, and your 
Ball fly over the Table, or elſe run into 
Hazard, then you loſe 1. 

The Player ought to have a curious Eye, 
and very good Judgment, when he either in 
tends to King his Adverſary's Ball, or Hazar, 
it, in taking or quartering out juſt ſo muc 

of the Ball as will accompliſh either ; whic 
Obſervation muſt be noted in paſſing on yout 
Adverſary's Ball, or Corner of the Port 

Some [I have obſerved ſo ſkilful at this Game 
that if they have had leſs than a 5th Part of: 
Ball, they would rarely miſs King or Hazari 

As this is a genteel Paſtime, ſo there art 
Laws or Orders made againſt lolling, ſloven 
ly Players, who by their Forfeitures, the 
may be reduced to Regularity and Decency 
wherefore be careful you lay not your Hani 
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Joa the Table when you ſtrike, or let your 
deeve drag upon it, if you do, it is a Los 3 
if you ſmoak, and let the Aſhes of your Pipe 
fall on the Table, whereby oftentimes the 


ſhould not ſo much deter you from it, as the 
Hindrance ſmoaking is to your Play. 


Maſt neatly between your two Fore-Fingers 
and your Thumb, then ftrike ſmartly, and 
by aiming right, you may, when you pleaſe, 
either fetch back your Adverſary's Ball when 
he lies fair for a Paſs, or many Times when 
He lies behind the King, and You at'the other 
End of the Table, you may King him back- 
ward, - 1 
If you lie cloſe, you may uſe the fmall 
End of your Maſt, or the Flat of the big 
End, raiſing up one End over your Shoulder, 
as you ſhall think more convenient for your 
P 3 ag 
Faye a Care of Rating; for if it be not a 
Forfeiture, it is a Fault hardly excuſable; but 
if you touch your Ball twice, it is a Loſs. 
Beware when you jobb your Ball through 
the Port, with the End of your Stick, that 
you throw it not down; if you do, it is a 
Loſs ; but do it ſo handſomely, that at one 
Stroke, without turning the Port, with your 
Stick, you effect your Purpoſe : It is good 
Play to turn the Port with your Ball, _ 
| inder 


Cloth is burnt, it is a Forfeiture z but that 


When you ftrike a long Stroke, hold your 
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gquently runs in himſelf, by reaſon of tha 


is no better Way than Practice to make o 
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hinder your Adverſary from Paſing; neither 
is it a Fault, if you can, to make your Ad- 
verſary a Fornicator, that is; having paſt 
your {elf a little Way, and the other's Ball 
being hardly through the Port, you put him 
back again, and it may be quite out of Paſs, 

It argues Policy to lay a long Hazard ſome- 
times for your Antagoniſt, whereby he is of- 
ten entrapped for raſhly adventuring at that 
Diſtance, which lies very near it, he fre- 


great Diſtance. 
There is great Art in lying covertly, that 
is, to lie at bo-peep with your Adverſat), 
either ſubtilly to gain a Paſs or Hazard. 
Here Note, If your Adverſary has not 
paſſed, and lies up by the King, you may en- 
deavour to Paſs again; which if you do, 
and touch the King, it is two; but if thrown 
down you loſe, Some inſtead of a King, uſe 
a String and a Bell, and then you need not 
fear to have the End, if you can Paſs. This 
is, in my Judgment, bungling Play, there 
being not that curious Art of finely touching 
at a great Diſtance a King, that ſtands very 
_ tickliſhly, 
For underſtanding of the Game: thorough 
ly, peruſe the following Orders. But there 


perfect _— 
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. o np E RS to be obſerved. by fuck; as ; Play 
! 0 BirLiAnps. 1 = ; 
F "he 3 RS the End ot the 
1 'E able with his Ball; at the firſt Stroke, 
oſes ff. 
2. If the Fellower intend to hit his Adver- 
fary's Ball, or Paſs at one Stroke, he muſt 
ding his Ball, that is, lay it even with the 
King, or he loſes WE 
3. He that paſſes thro? the Fort, has the 
\dvantage of touching the King, which i is 
1, if not thrown down. 
4. He that paſſes twice, his Adverſary 
having not paſſed at all, and touches the King 
vithout throwing him down, wins 2 Ends. 
5. He that paſſesnot, has no other Advan- 
ige than the Hazards. 
6. He that is a Fornicator, that is, bas 
aſſed thro' the Back of the Port, he muſt 
aſs twice thro'ꝰ the Fore-part, or he cannot 
ave the Advantage of paſſing that End. 
7. He that hits down the Port or King, or 
azards his own Ball, or ſtrikes either Ball 
ver the Table, loſes 1. 
8. He that Hazards his Adverſary- 8 Ball, . 
Ir 4 * it hit down the King, wee the 
n 


le 


e . 9. If 


Ground when he ſtrikes his Ball, ſhall loſe at 
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9. If Four Perſons play, Two againſt 
Two, he that miſtakes his Stroke, loſes ! 
to that Side he is of. | 

10. He that after both Balls played, re 
moves the Port without Conſent, or ftrike 
His Ball twice together, or that his Adverſa 
ry's Ball touch his Stick, Hand, Cloaths, o 
plays his Adverſary's Ball, loſes 1. 
' x1, He that ſets not one Foot upon thi 


End; or the ſame, if he lays his Hand o 
Sleeve on the Cloth 
12, A Stander-by, tho? he Bets, ſhall nc 
inſtruct, direct, or ſpeak in the Game, with 
out Conſent, or being firſt aſked ; if afte 
he is advertiſed hereof, he offend in this Na 
ture, for every Fault he ſhall inſtantly forfe 
Two. pence, for the Good of the Company 
or not be ſuffered to ſtay in the Room. 
13. He that plays a Ball, while the othe 
runs; or takes up a Ball before it lie ſti 
lofes an End, OO 
14. He that removes the Port with hi 
Stick, when he ſtrikes his Ball, and thereb 
prevents his Adverſary's Ball from paſſin 
loſes an End. Di 
15. All Controverſies are to be decided b 
the Standers-by, upon aſking Judgment 
Whoever breaks the King, forfeits 15. fe 
the Port 105. and each Stick 5 5, 


Th 
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The ORDERS of a BILLIARD 
T7 ABLE, very Ancient. 


HE leading Ball the upper End mayn't 
1 bu, | 
For if it does, it loſes one by it: 
2. The Follower with the King lie even Hall, 
F be does paſs, or hit the other*s Ball; 
Or elſe Isſe One: The like, if either lay - 
Their Arm or Hand on Board when they do 
Play. 
z. That Man wins one who with the other's Ball 
So ſtrikes the King, that he doth make bim fall, 
4. If firiking at a Hazard both run in, 


5, He loſes one that down the Port does fling ; 
The like does be that joſtles down ihe King. 

6. He that in Play the e Ball ſball touch 
With Stick, Hand, or Cloaths, forfeits juſt 


as nah, 


The E not paſbd at all ſhall two Ends win. 

8. If both the Balls over the Table fly, 

The Striker of them loſes one thereby, 

And if but one upon the Board attend, 
be Striker*s ſtill the. Loſer of the End. 
9. One Foot upon the Ground muſt ſtill be ſet, 
'Or one End's loft, if you do that A ; 


And 


be Ball ſtruck at thereby an End ſhall win. 


7. And be that twice bas paſe'd ſhall touch the 
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And if you twice ſhall touch a Ball ere he 
Hath ſtruck between, an End for him is free, t 
10. 1f any Stander-by ſhall chance to Bet, t 
And will inflrufi, be then muſt pay the det. 
11. The Port or King being ſet, who moves the 


5 ſame, | 1 ( 
With Hand or Stick, ſhall loſe that End or 
0 . 5 
x2, He that can touch, being paß d, or ſtrit I 
tlßbe otber : 52 > 
Into the Hazard, is allow'd another. ne 


13. If any Stander-by ſhall top a Ball, 

be Game being loſt thereby, be pays for all. Mz 
14. 1f any Paſs be ſtricken back again, 

His Paſs before ſhall be accounted vain. t 
15. He that breaks any Thing with Violence, 

. King, Port, or Stick, is to make good Mitt: 


Die. | 
16. If any not the Game doth fully know, lot 
May ask another whether it be ſo. 
Remember alſo when the Game you win, et 


Jo ſet it up for fear of wrangling. 
17. He that doth make his Ball the King light hit, 
And holes the other, ſcores two Ends for it. 


v. Of French BILLIARDS. 


O called from their Manner of playing 
the Game, which is only with Maſts and 
Balls: Port and King being now wholly laid 

—_— 8 . 5 | 
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The Balls uſed at Billiards, as played after 
the French Manner, are much larger than 
thoſe above-mentioned ; and the Rules of the 
Game are as _ VIZ. 


ORDERS #o be 1 at the French 
=_ BILLIARD- TABLE: 


. 10R the Lead, put the Ball at one 
End, and play to be neareſt the Cuſhion 
next to you. 

II. The neareſt to the Cuſhion ſhall lead, 
«Wand chuſe which Ball he pleaſes. 

III. If the Leader holes himſelf at the firſt 
Stroke, he loſes the Lead. 

IV. He who follows the Leader, muſt 
ſtand within the Corner of the Table. 

V. He who plays upon the running Ball, 
loſeth 1. 
ou He who toucheth the Ball twice, lo- 
eth 1 

VII. He who toucheth both Balls, loſeth 1. 
VIII. He who holes both Balls, loſeth 2. 
IX. He who ſtrikes upon his Adverſary's 
Ball, and holes himſelf, loſeth 2. 

X. He who plays againſt the Ball, not 
riking it, but holes himſelf, loſeth 3. 

XI. He who does not hit his Adverſary's 
ball, loſeth 1, 
aid XII. He who ſtrikes both Balls over the 
able, loſeth 2. 


[ht N XIII. He 
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XIII. He who ftrikes his Ball over the 
Table, and does not hit his Adverſary's Ball, 


loſeth 3. 8 
XIV. He who retains the End of his Ad. 
n s Stick when playing, loſeth 1. U 


XV. He who plays another's Ball without . 
Te: loſeth 1. f 
XVI. He who takes up his Ball without 5 
Permiſſion, loſeth 1. 

XVII. He who ſtops the Ball, when run- 
ning, loſeth 2 ; and if near the Hole, he 0 
loſeth 2. 

XVIII. He who blows upon the Ball, 
when running, lofeth 1; and if near the 
4 Hole, he loſeth 2. 
XIX. He who ſhakes the Table when the 
Ball is running, loſeth 1. 
XX. He who ſtrikes the Table with ths 
Stick, or plays before his Turn, loſeth 1. 

XXI. He who throws the Stick upon th 
Table, and hits the Ball, loſeth 1. 

XXII. If the Ball ſtands upon the Edgy. 
of the Hole, and after falls in, it is Nothing 
but muſt be ſent where it was before. 

XXIII. If any Perſon, not being one of 
the Gameſters, ſtops a Ball, the Ball mu 
ſtand in the Place where it was ſtopt. 
XXIV. He who plays without a Foot uf 

on the Ground, loſeth 1. 

XXV. He who leaves the Game before 
is ended, loſeth it, | 

LE XXVI 
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XXVI. Any Gameſter may change his 
stick i in Play. 

XXVII. If any Perfon breaks a Stick, or 
the Mace, he mult pay Six-pence for the Stick 
and two Shillings for the Mace. 

XXVIII. If any Difference ariſe about 
falſe Play, the Marker of the Game mult 
decide it. 

XXIX. Thoſe Perſons who do not play, 
muſt not ſtand near the Table, but give the 
Gameſters Room enough to play. 
XXX. Whoever lays any Bet, and is not 
a Player himſelf, muſt not give any Ad- 
vice relating to the Game. 

I now draw to a Concluſion of this Trea- 
tile; but think it very proper to note, it js 
my Duty to remind you, That in the general 
Courſe of Play there is no Safety in any 
Came whatever. 

I ſhall inſtance a remtkable Piece of Kna- 
very, that is well known to the Town, tho? 
at preſent. not much thought of, which was 
ommitted a few Years paſt by a Perſon who 
vas grown weary of leading a ſolitary Life 
behind the Counter, ſo turned Gentleman at 
large, in Expectation of making his Fortune 
much quicker than by dint of Labour and 
Induſtry. He ſoon became Maſter in the Art 
and Myſtery of Billiards, as will appear by 
he Sequel of the IVE. 


* — * 


„ — R. and 


[ 
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R. and B. two Perſons of Diſtinction, 
made it their Diverſion to meet every Day 
in Pall-Mall, and paſs away many Hours at 
Billiards, which brought a vaſt Concourſe of 
People together to ſee them play, tho! at 
the firſt. Outſet they played but for Trifles, 
R. was a better Player than B. therefore tl it: 
make the Match as equal as poſſible, R. gave L 
B. One; which really made every Game ſo to 
uncertain, that any one might have had his ar 
Choice, altho' it were for 1001. At lengtii st 
they came to play for conſiderable Sums; ar 
which took Wind, and drew all the Sharpers ce 
about the Town to the Place. 

This Match continued ſome Time with 


little or no Advantage to either Side: The th 
Sharpers took R's Side, knowing him to bi © 
the better Player; and he was always ſedat B 


and cool, win or loſe; yet it did not an- 
ſwer their Expectations, the Games were al- 
ways precarious, and betting Money that 


way was thought to be like licking Honey": 
off of Thorns; they reſolved therefore will 
ſtand neuter till an Expedient could be found tt 
cout to cauſe B. to beat R. and it was not b 
long before they effected it, as will appearf t 
inſtantly. You muſt know, that both kW * 
and B. bought their own Sticks, and wer ® 
ſo very curious, that they had Drawers, : 


with Lock and Key, made for each of them 
to put their Sticks into, in the Billiard 3 
| i 
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After many Debates how theſe Sharpers 
were to take-in the whole Company, the 
Perſon that quitted the Counter (whom I - 
ſhall call ZE.) was thought the propereſt Per- 
ſon to put this Deſign in Execution. 

The firſt Step he took was to poſſeſs him- 
elf of R's favourite Stick, which he con- 
ſtantly played with. Notwithſtanding the 
Lock and Key, he took it away unknown 
to any but his Companions ; he had prepared 
an Inſtrument, made for the purpoſe, to 
ſhave or pare away each End of the Stick, 
and leave, in the Center, a Riſing undiſ- 
cernable to the Eye of the moſt Curious, and 
then put the Stick again in its Place. 

When R. came afterwards to play with 
the Stick, B. beat him ſeveral advantageous 
Games; for R. frequently uſed to hit B's 
Ball on the wrong Side, ſo put himſelf in, 
imagining all this Time that his Hand was 
out, not in the leaſt ſuſpecting the Fault to 
lie in the Stick : The Confederacy by this 
had their Ends, and puſhed on the Victory. 
At laſt the Man of the Houſe (not being in 
the Secret, and having loſt his Money by 
backing R.) ſuſpected the Cheat; and upon 
Enquiry, he found out the Cauſe, and ſtrait 
acquainted R. with it; which ſurprized him 
mightily for the preſent, perfectly knowing 
B. to be a Man of more Honour than to be 
capable of acting ſuch a Part. R. finding 

5 N 3 himſelf 
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himſelf thus ſurrounded by Thieves and Shar. 
ers, never came to the Houſe afterwards: 
his, you may believe, cauſed ſome Talk 
amd Noiſe in the Town; but the Affair end. 
ed thus: Every one kept what they had 


got, the Man of the 


ouſe loſt both his 


Money, and two "my great Benefactors; and 


all 8 diion 


that he ever got, was, at 


laſt, to find out the Place where E. had 


' Wh t the In 
| 17* conclud 


45 nity. wt 


ſtrument. 
le: 


«© The Sons of our Nobi- 
ye It and the Heirs to large and plentiful 
Fe tes, eſpecially thoſe who become too 
* _ their own Maſters, are the Victims 
<« of Sharpers ; they are made the Prey of 
«<< thoſe reaſoning Savages, thoſe Man-hun- 
<< ters, that form vile Aſſociations with an 
Intent to overturn as many honeſt Socie- 
<< ties as they can; and only live in Peace 
© together, by being united in a Confede. 
<« racy to ſpread Deſolation and Confuſion 
« amongſt the beſt Families in the Kingdom, 
„The very Heads of ſuch Families may 
<<. not improperly be called the Game of 

% (what they with a juſt Deriſion of their 
s own Vileneſs term) the Gambling Frater- 
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SOME 
DivERTING AMUSEMENTS 
UPON THE 
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L . 25 find out among ſeveral - Cle, one, 
+ that another has thought of. 


AVI N G taken out of the Pack, a 
certain Number of Cards, and laid 
them on the Table, before the Perſon who is 
to fix his Thought upon ſome particular Card, 

placing them in a regular Order, beginning 
with the Lowermoſt, and ranging the one 

above another, with their Fi igures and Points 

_ upwards, and counting them readily, that you 
may find out the Number, which for Ex- 
ample, we ſhall ſuppoſe to be twelve Cards; 
bid him keep in Mind the Number that ex- 
preſſes the Order of the Card he has thought 
of, namely, one, if he has thought of the 
firſt, two, if he has thought of = ſecond ; 

three, if he has „ — the third, &c. 

N 4 Then 
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Then lay the Cards one above another, 
upon the reſt of the Pack, fr/t, that which 
was ſhewn firſ# upon the Table, and that 
laſt which was laſt ſhewn, Then aſk the 
Number of the Card thought of, which we 
ſhall here ſuppoſe to be four, that is, the 
fourth Card in Order of laying down, is the 
Card thought of. Lay your Cards with their 
Faces up on the Table, one after another, 
beginning with the uppermoſt, which you 
are to reckon four, the Number of the Card 
thought of; ſo the ſecond, next to it, will 
be five, and the third under that, fix, and 
Jo on, till you come to twelve, the Number 
of the Cards you firſt pitched upon to ſhew 
the Perſon 3 and you will find the Card 
which the Number 7welve falls to, to be 
the Card bought of. 


II. Several Parcels of Cards being propoſed 
or ſhewn to as many different Perſons, to the 


End that each Perſon may think upon one, 


and keep it in his Mind; how to. gueſs the re- 
ſpective Card which each Perſon has thought 


2 


Let us ſuppoſe there are three Perſons in 
Company, and three Cards ſhewn to the firſt 
Perſon, that he may think upon one of them, 
and theſe three Cards laid aſide by themſelves; 
then bree other Cards held before _ _ 

. | | erlon, 
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Perſon, for the ſame End, and likewiſe laid 
apart; and at laſt three different Cards a- 
gain to the third Perſon, to the ſame End, 
and likewiſe laid apart. This done, turn up 
the firſt three Cards, lay ing them in three 
Stations; upon theſe three, lay the next three 
other Cards that were ſhewn to the ſecond 
Perſon; and above theſe, again the three 
laſt Cards: Thus you have your Cards in 
three Parcels, each of which conſiſts of bree 
Cards, Then aſk each Perſon in what Par- 
cel is the Card he thought of; after which 
it will be eaſy to diſtinguiſh 3 for the fr 
Perſon's Card will be the firſt of his Heap; 
and in like Manner the /econd's will be the 
ſecond in his; and the ird Perſon's Card 
will be the third in his. | 


III. Several Cards being ſorted into three 
equal Heaps, how to gueſs the Card that any 
one thinks of, LS. 


It is evident that the Number of Cards 
muſt be diviſible by tree, ſince the ztbree 
Parcels are equal. Suppoſe then there are 
36 Cards, by Conſequence there are 12 in 
each Parcel; as in what Parcel is the Card 
1bought upon; then put all the Heaps toge- 
ther, ſo as to put that which contained the 
Card thought upon between the other 2; 
then deal the 36 Cards again into three equal 

„ Hands, 
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Hands, obſerving that Order of the firſt 


Card to the firſt, the ſecond to the ſecond, 
the third to the third, the fourth to the firſ 
again, and ſo round, dealing 1 Card at a 
Time, till the Cards are dealt off. Then 
alk again, in what Heap is the Card !hought 
upon, and after laying together the Cards, 


fo as to put that which contained the Card 


between the other /wo, deal off again, as you 
did. before, into three equal Parcels. This 
done, aſk once more, what Parcel the Card 
is in, and you will eaſily diſtinguiſh which 
is it; for it lies in the Middle of the Heap 
to which it belongs, that is, in this Example 
is the ſixth Card; or if you will, to cover 
the Artifice the better, you may lay them 
all together, as before, and the Card will 
be in the Middle of the whole, that is, the 
eighteenth. 8 


IV. To gueſs the Number of a Card drawn 
out of a Picquet-Stock, conſiſting of 32 Cards. 


After any Perſon has drawn what Card 


he pleaſes, you may know how many Points 
are in the Card thus drawn, by reckoning 
every Knave wo, Queen three, and King 


four, and the reſt according to the Number 
of their Points; then looking upon the reſt 
of the Cards, one after another, add the 
Points of the firſt Card to the Points of the 

ſecond, 


or Wo % ¾ — oe OS ESC HER 


upon the CARDS 275 
ſecond, and the Sum to the Points of the 
third, and ſo on, till you come to the laſt 
Card ; taking Care all along to throw out 
10, when the Number exceeds it; upon 
which Account you fee it is needleſs to 
reckon up the Tens, ſince they are to be 
thrown out; only you muſt always add 4 
to the laſt Sum, in order to have another 
Sum, which being /ubiraFed from 10, if it 
be leſs, or from 20, if it be more, the Re- 
mainder will be the Number of the Card 
drawn : ſo that if 2 remain, it is a Knave, 
if 3 a Queen, if 4 a King, and fo on. 


V. To gueſs the Number of the Points or 
Drops, of Two Cards drawn out of a Pack. 


 Whoever'draws 2 Cards out of the Pack 
bid them add to each of the Cards drawn, 
as many other Cards as his Number is under 
25, Which is a Moiety of the Pack, want- 
ing 1, fixing upon each faced Card what 
Number he pleaſes; if the firſt Card be 10, 
add to it 15 Cards: and if the ſecond Card 
laid be 7, add to it 18 Cards; ſo that in 
this Example, there will remain but 17 Cards 
in the Pack, the whole Number taken out 
amounting, to 35 ; then taking the Remain- 
der of the Pack into your Hands, and find- 
ing they are but 17, conclude that 17 is 
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the Joint- Number of all the Points of the 5 
Cards drawn. | e | 


To cover the Ariifice, you need not touch 
the Cards, but order the Drawer to ſubira3 
the Number of the Points of each of the 2 
drawn Cards from 26, which is a Moiety of 
the Pack, and direct him to add together the 
2 Remainders, and acquaint you with the 
Sum, that you may ſubira# it from 52 the 


Namber of the whole Pack, the Remainder of 
that being what is enquired after. 

For Example, Suppoſe a 10 and a 7 are 
the Cards drawn, take 10 from 26, and 
there will remain 16 and if you take 7 from 
26, the Remainder is 19. The Addition of 
the two Remainders 16 and 19, amount to the 
Sum of 35, which ſubſtraFed from 52, leaves 
17, for the Number of the Points of the Two 
drawn CARDS. | 
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The GrNTLEMAN's DIVERSION, 


in the Arts and Myſteries of Riding, 
Racing, Archery, and Bowling. 


A ER: è⅛ém Fon To oro tet 


Of RIDING. 


S an Introduction to the Art. of Ri- 
A bid I think it requiſite to treat of 
the taming of a young Colt : In or- 
der hereunto, obſerve, that after your Colt 
hath been eight or ten Days at home, and is 
reduced to that Familiarity that he will en- 
dure curry ing without ſhewing Averſion there- 
unto, and will ſuffer his Keeper to handle 
and ſtroke him in what Part of the Body he 
thinketh beſt, then it is Time to offer him 
the Saddle; firſt laying it in the Manger, 
that he may ſmell to it, and thereby grow 
acquainted with it, uſing all other Means, 
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ms OV RIDFNGC. 
that he may not be afraid either at the Sight 
thereof, or at the Noiſe of the Stirrups, 
Having gently put on the Saddle, take a MW w 
ſweet watering Trench waſh*d and anointed B 
with Honey and Salt, and ſo place it in his Wl al 
Mouth, that it may hang directly about his y 
 Tuſh, ſomewhat leaning thereon : - Having y 
ſo done, which muſt be in a Morning after Wl 6 
dreſſing, then lead him out in your Hand, MW 
and water him abroad; then bring him in; l 
and after he hath ſtood rein'd a little upon his 
Trench, an Hour, or thereabouts, then un- 
bridle and unſaddle him, and give him Li— 
berty to feed till Evening, and then do as 
before; having cheriſned him, dreſs and 

clothe him for the Night. | 
The next Day do as you did before, and 
after that, put on him a ſtrong Muſrole, or 
ſharp Cavezan and Martingale, which you 
muſt buckle at that Length, that he may on- 
ly feel it when he. jerketh up his Head, then 
lead him forth into ſome new plow'd Land, 
or ſoft Ground, and there having made him 
trot a good while about in your Hand, to 
take him off from Wantonneſs and wild 
Tricks, offer to mount, which if he then re- 
fuſe trot him. again in your Hand, then put 
' your Foot into the Stirrup, and mount half 
Way, and diſmount again; if he ſeem diſ- 
taſted at it, about with him again, and let 
bim not want Correction; but if he take it 
e patiently, 


X 81 DENG: 279 
patiently, cheriſh him, and place your ſelf 
in the Saddle, but ſtay there a very little 
while, then cheriſh him again, and give him 
Bread or Graſs to feed on; then having ſeen 
all Things fit and ſtrong without Offence to 
your ſelf and Horſe, remount him, placing 
your ſelf even in the Saddle, carrying your 
Rod inoffenſively to his Eye; then let fome 
Perſon, having in his Hand the Chaff- halter, 
lead him a little Way, then make him ſtand, 
and having cheriſh'd him, let him forward 
again; do this ſeven or eight Times, or ſo 
often till you have brought him of his own 
Accord to go forward, then muſt you ſtay _ 
and cheriſh him, and having brought him 
1 alight gently, then drels and feed him 

well. 3 
Obſerve this Courſe every Day till you 
bave brought him to trot, which will be but 
three at the moſt, if you obſerve to make 
him follow ſome other Horſeman, ſtopping 
him now and then gently, and then making 
him go forward, remembring his ſeaſonable 
Cheriſhings, and not forgetting his due Cor- 
rections as often as you find him froward 4 | 
rebellious z and when you ride him abroad, 
return not the ſame Way home, that you may 
make him take all Ways indifferently : And 
by theſe Obſervations you will bring him to 
underſtand your Will and Purpoſe in leſs than 
a Fortnight's Time. | 
5 * Having 
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HFaving brought your Horſe to receive you 
to his Back, trot fore. right, ſtop and retire 
with Patience and Obedience, be never un- 
mindful of your Helps, Correfions, and Che. 
ri/hings, which conſiſt in the Voice, Bridle, 
Rod, Calves of the Legs, and Spurs; the laſt 
of which is chief for Correction, which muſt 
not be done faintly, but ſharply, when Oc- 
caſion ſhall require it. 

Cheriſhings may be comprehended within 
three Heads; the Voice delivered ſmoothly 
and lovingly, as, /o, ſo Boy, /; then the 
Hand by clapping him gently on the Neck 
or Buttock : Laſtly, the Rod by rubbing 
him therewith upon the Withers of the Main, 
in which he very much delights. - 

The next that you are to regard, is the 
Mufrole or Cavezan and Martingale ; this is 
an excellent Guide to a well-diſpoſed Horſe 
for ſetting of his Head in due Place, form- 
ing of his Rein, and making him appear 
lovely to the Eye of a Spectator ; and with- 
al this is a ſharp Correction when a Horſe 
jerketh up his Noſe, diſorders his Head, or 


- endeavours to run away with his Rider. 


The Manner of placing it is thus: Let it 
hang ſomewhat low, and reſt upon the tender 


Briſtle of the Horſe's Noſe, that he may be 


the more ſenſible. of Correction; and let it 
not be ſtrait, but looſe, whereby the Horſe 
my feel, upon the yielding i in of his — 
ow 
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how the Offence goeth from him, and by 
that Means be made ſenſible, that his own 
Diſorder was his only Puniſhment. 

You muſt carefully obſerve how you win 
our Horſe's Head, and by thoſe Degrees 
bring his Martingale ſtratter and ſtraiter, fo 
as the Horſe may ever have a gentle Feeling 
of the ſame, and no more, till his Head be 
brought to its true Perfection, and there ſtay, 
When you have brought your Horle to 
ſome Certainty of Rein, and will trot forth- 
ight, then bring him to the treading forth of 
he large Rings. If your Horſe's Nature be 
ſlothful and dull, yet ſtrong, trot him firſt in 
ſome new plow'd Field; but if agile, and of 


418 


Ground, and there mark out a ſpacious large 
Ring, about an hundred Paces in Circum- 


Right ſeven or eight Times, you muſt then 
dy a little ſtraitning of your Right Rein, and 
laying the Calf of your Left Leg to his Side, 
making a half Circle within your Ring, up- 
on your Right Hand down to the Center 
thereof, and then by ſtraitning a little your 
Left Rein, and laying the Calf of your Right 
Leg to his Side, making another Semi-circle 
to your Left Hand from the Center to the 
utmoſt Verge ; which two Semi-circles con- 
trary turned, will make a perfect Roman 8 
vichin the Ring; then keep your firſt large 


i fiery Spirit, then trot him in ſome ſandy. 


ference, Having walk'd him about it on the 


Circumference, 
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Right; and then change within your Ring 
as you did. before, to your Right Hand 


or five Days; then in the ſame Manner and 


the other ſo exactly, that his Gallop may ap 
_ pear the beſt Grace of all his Motions. 


onde to gallop this great Ring, but by De- 


Sc. ever remembring not to force him into i 
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Circumference, walk. your Horſe about in 
your Left Hand, as oft as you did on your 


again; and then trot him firſt on the Right 
Hand, then on the Left, as long as you 
ſhall think convenient, either one, two, or 
three Hours, to perfect him in his Leſſon; 
and this muſt be done every Morning and 
Evening too, if you find your Horſe floth- 
ful and dull; otherwiſe you need not take fo 
much Pains with him. | 
Having taught him to trot the large Rings 
perfectly, which will not require above four 


wh wp FA tau fwd o* 


Changes make him gallop the fame Rings, 
making him take up his Feet ſo truly and 
loftily, that no Falſhood may be perceived in 
his Stroke, but that his inward Feet play be- 
fore his outward, and each of a Side follon 


Here Note, You mult not enter him all at 
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grees; firſt a Quarter, then half a Quarter, 


with the Spur, but by the Lightneſs anc 
Cheerfulneſs of your Body let him paſs of hl 
own accord into a Gallop. | 

Helps, Corrections, and Cheriſhings, ! 
the Ring- turn, are as aforeſaid 3 the Elevi 
tio 


—— — ——— — —— ——— — „ 


Of RIDING. 202 - 
tion of the Voice, and the threatning of the 
Rod, and ſtraitning of the Bridle, are good 
Helps, which you muſt uſe as you mult the 
Spur, Rod, and Leg, for timely due Cor- 
rections: Neither muſt you ever cheriſh 


without Deſert, 


Having made your Horſe gallop as well 
as trot the large Ring, then teach him to ſtop 
fair, comely, and without Danger, after this 
Manner: Firſt, having cheriſh*d him, bring 
him into a ſwift Trot forward about fifty 
Paces; then draw in your Bridle-hand ſtrait- 
ly and ſuddenly, which will make him ga- 
ther up his hinder and fore-Legs together, 
and thereby ſtand ſtill : Then eaſe your Hand 
a little, that he may give backward 3 which 
if he doth, give him more Liberty, and che- 
riſh him: Having given a little Reſpite, 
draw in your Bridle-hand, and make him go 
back three or four Paces, at which if he 
ſtrike, inſtantly eaſe your Hand, and draw 
it up again, letting him come and go till he 
yield and go backward ; but if he refuſe it, 
let ſome Perſon ſtanding by, put him back, 
and then cheriſh him, that he may know your 
Intention, Thus every Time you ſtop, 
make him retire, till you have perfected him 
in theſe two Leſſons at one Time. on 

Have a Care that the Ground be not ſlip- 
pery where you ſtop, but firm and hard, leſt 
the Horſe, apprehenſive of the Danger of 

| | falling, 
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falling, refuſe to ſtop as you would have 

him, | VVV 
When your Horſe can ſtop well, and re. 

tire, you mult then teach him to advance be. 

fore, when he ſtoppeth ; a Leſſon that car. 


rieth much Grace and Comelineſs therein ; it 


is performed in this manner : After you have 
ſlopped your Horſe, without giving your 
Hand any Eaſe, lay the Calves of both your 
Legs to his Sides, ſhaking your Rod, and 
crying, Up, up; which though he under- 
| ſtand not at firſt, yet by frequent Practice, 
with Helps, Cheriſhings, and Corrections, 
as aforeſaid, he will come to underſtand your 
Meaning, But be ſure you look narrowly to 
the Comelineſs of the Advancing, which 
conſiſts in taking up his Legs both even to- 
gether, bending them inward to his Body ; 
next his Advance mult not be too high, for 
fear of his coming over upon you'z but let 
him couch his hinder-Loins cloſe to the 
Ground, but by no Means ſuffer him to 
ſprawl or paw with his Feet forward. Laſtly, 


He muſt not advance for his own Pleaſure (for 


that is a great Fault) but for your's, accord- 
ing to your Will and Command. 

If in Advancing he riſe too high, ready 
to come over, or ſprawl, or paw, give him 
not only your Spurs both together, but laſh 
him twice or thrice with your Rod between 
his Ears, and if he advanceth of his own 4 

5 | Cord; 


Of R1DFNG; 285 
cord, then jerk him over the Knees, doing 
ſo as often as he commits thoſe Faults. | 

Now the Uſe of Advancing is this; it 
not only graceth all his other Leſſons, but 
makes his Body agile and nimble, and fits him 
for ready turning; it is moſt uſed at StOPPINS, 
and then very gracefully, 

In the next Place, you muſt teach your 
Horſe to yerk out behind, after this manner : 
As ſoon as you have made him ſtop, pre- 

ſently give him a Jerk under his Belly, near 
his Flank, which will make him underſtand 
you in Time, tho' not preſently. At firſt 
doing cheriſh him much, and having let him 
pauſe, make him do it again, till he will do 
it as often as you will have him: But above 
all, look to the Comelineſs of his Yerking, 
for it is not graceful for him to yerk out his 
hinder-Legs till his fore-Legs be above the 
Ground; and ſee that he yerk not one Leg 
farther than the other, but both being toge- 
ther, and not too high, or one Leg out 
whilſt the other is on the Ground. 

Helps in Verking, are the conſtant ſtaying 
of his Mouth on the Bridle, the Stroke of 
the Rod under his Belly, or a gentle Touch 
thereof on his Rump. _ 

If he refuſe to yerk, or Joth i it diſorderly, 
then a ſingle Spur on that Side that is faulty ; 


and laſtly continual diſeaſing him till he hath 
done it. 
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Now, 


26 Of RIDING. 


Now, to teach him to turn readily on 
both Hands, is firſt to bring his large Rings 
into a narrower Compaſs, that is, about four 
Yards in Circumference, walking your Horſe 
therein with all Gentleneſs, and at his own 
Pleaſure, till he is acquainted therewith : 
After this, carry your Bridle-hand conſtant, 
and ſomewhat ſtrait, the outmoſt Rein ſtraiter 
than the inmoſt, making the Horſe rather 
look from the Ring, than into it; and thus 
trot him about, firſt on the one Side, then 
on the other, making your Changes as afore- 
ſaid. Thus exerciſe him an Hour and half, 


then ſtop and make him advance three or four | 


Times together, then retire in an even Line, 
afterwards ſtand till and cheriſh him: Hav- 


ing pauſed a while to recover Breath, exer- 


ciſe him as aforeſaid, ſtill endeavouring to 
bring his Trot to all the Swiftneſs and Loſti- 
neſs poſſible, making him to do his Changes 
roundly and readily, and cauſing him to lap 


his outmoſt Leg, ſo much over his inmoſt 


Leg, that he may cover it more than a Foot 
over : And thus exerciſe him ſeven or eight 
Days, every Morning at leaſt three Hours, 
and ſuffer him only to practiſe his former Lel- 
ſons once ina Morning; in this manner you 
teach your Horſe three Leſſons together, the 


Terra a Terra, the Incavalere, and the 


Chambleila. 
; The 
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The Turn Terra a Terra in the outmoſt 
Circle of the ſtrait Ring, and the Incavalere 
and Chambletta in the Changes, wherein he 
is forced to lap one Leg over another, or elſe 
to lift up the inmoſt Leg from the Ground, 
whilſt he brings the outmoſt over it: This 
Leſſon is ſo difficult, that a compleat 
Horſeman ſhould think his Horſe hath never 
perfectly learn'd it; and therefore he muſt 
continually practiſe his Horſe in treading, 
trotting, and galloping theſe narrow Rings 3 
ud from thence to paſs them about in Ground- 
Wilts, as from taking up his fore-Legs from 
the Ground both together, and bringing his 
hinder-Feet in their Place, and ſo paſſing the 
Ring as often as the Strength of the Horſe 
and your own Reaſon will allow of. 

Thus you ſee the perfecting your Horſe in 
the large Ring will eaſily introduce him into 
the Knowledge of the ſtrait Ring, and that 
brings him to turn perfectly, and Stopping 
begets Retiring, and Retiring, Advancing. 
Having brought your Horſe to this Per- 
fection, take off his Muſrole and Trench, and 
in their ſtead put on his Head a gentle Cave- 
zan, in ſuch manner that it lie on the tender 
Griſtle of his Noſe, ſomewhat near the upper 
Part of his Noſtrils; put in his Mouth a 
ſweet ſmooth Cannon- bit, with a plain wa- 
tering Chain, the Check being of a large 
Size; let the Kirble be thick, round and 
85 large, 
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large, hanging looſely upon his nether Lip, bir 
ſo that it may entice him to play therewith, 8 
Having ſo done, mount, caſting the Left HR. 
Rein of your Cavezan over the Horſe's Right. ID. 
Shoulder, and bearing it with your Thumb, the 
with the Reins of the Bit in your Left Hand; 
n let the Right Reins of the Cavezan be caſt Wi" 
= over the Left Shoulder, and bear it with the Nan 
= Rod in your Hand, and ſo trot him forth the 
firſt Morning about two Miles in the High- 
way, making him now and then ſtop and re- 
tire, and gather up his Head in its due Place; Nit 
the next Day bring him to his former large 
Rings, and perfect him therein with the Bit, Het 
as you did with the Snaffle all the foregoing 
8 which is more eaſily done, by rea- 
ſon the Bit is of better Command, and of 
ſharper Correction. 
I be next Thing we ſhall ſpeak of (to avoid 
every T hing that is not very pertinent to our 
Purpoſe) is the Turning-Poſt, which muſt be 
ſmooth and ſtrong, and very well fix'd in 
the Center of the ſtrait Ring ; and then cau- 
ſing ſome Perſon to ſtand at the Poſt, give W* 
him the Right Rein of your Cavezan to hold 
about the Poſt, and ſo walk or trot your 
Horſe about the ſame as oft as you think fit 
on your Right Hand : Then change your 
Right Rein for your Left, and do as before, 
Continue thus doing till your. Horſe be per- 
fect in every Turn, Having ſo done, teach 
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him to manage (the proper Poſture for a 


Sword) which is thus perform'd: Cauſe two 
Rods to be prick'd in the Earth, at what 
Diſtance you ſhall think fit from one another; 
then walk your Horſe in a ſtraight Ring about 
the firſt on your Right Hand, paſſing him 
in an even Furrow down to the other Rod, 
and walk about that alſo in a narrow Ring on 
your Left Hand, then thruſt him into. F 
gentle Gallop down the even Furrow, 
ou come to the firſt Rod, and there make 
im ſtop (as it were) and advance without 
Pauſe or -Intermiſſion of Time ; thruſt him 
forward again, beat the Turn Terra d Terra 
about on your Right Hand; then gallop 
orth-right to the other Rod, and in the ſame 
Manner beat the Turn-about on the Left 
Hand; do this as often as you ſhall think con- 
enient. Though there are many ſorts of 
anagers, yet I hold but two neceſſary and 
etul, and that is this already deſcribed, cal- 
ed, Terra @ Terra, and Incavalere, or Cham- 
letta afore- mention'd. As for the Career, I 
ed not ſpeak much thereof, only this, when 
ſou run him forth- right at full Speed, ſtop 
im quickly, ſuddenly, firm, and cloſe on 
is Buttock, and mark that you make not 
our Career too long, nor too ſhort ; the one 
eakens, and the other hinders the Diſcove- 
y of his true Wind and Courage; therefore 
t not the Length of your Career extend 
5 5 above 
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above ſix-ſcore Yards ; and be ſure you giz 
him ſome little Warning | by your Bridle- hand, 
before you ſtart him, and ten oP him firm. R 
ly and ſtrongly. 


Thus much for the Wax: Horſe, or great ri 
Saddle. e 


Of the Horſe of Pleaſure. th 


F you will make your Horſe to bound , 
aloft, you muſt firſt trot about ſixteenf f 
Yards, then ſtop him, and when he hath ad \ 
vanced twice, ftraiten a little your Bridle 
hand, and then give him the even Stroke 0 
both your Spurs together hard, which atirlt 
will only amaze him; but if he have good 
Mettle and Courage, he will at length riſe 
from the Ground by often doing it; if be 
.doth it, tho' but little, cheriſh” him very 
much, then let him Pauſe, and give him your 
Spurs again, and if he F#&ts according to your 
Deſire, cheriſh him again: Make him do 
thus three or four times a Day, till he is 6 
perfect that he will do it at any Time at you 
Spurs Command. t 
Next teach him to Corvet, thus; hollon N 
the Ground a Horſe's Length, where to ; 
Walls join together, then place a ſtrorę } 
ſmooth Poſt by the Side of the Hollownel 
of a Horſe's Lanka likewiſe from the Wall « 


then over-againlt the Poſt faſten an Iron Ring 
| a 
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at the Wall ; this done, ride your Horſe in- 
to the hollow Place, and faſten one of the 
"MW Reins of, the Cavezan to the Ring, and the 

other about the Poſt ; then (having firſt che- 
WF riſhed your Horſe) make him advance by the 
Help of the Calves of your Legs, twice or 
thrice together, then let him pauſe ; aſter 
this (cheriſhing him again) advance him half 
a Score times together, and daily increaſe his 
Advancings, till you perceive he hath got 
ſuch a Habit therein, that he will by no 
Means go forward, but keeping his Ground 
certain, advance both before and behind of 
an equal Height, and keep juſt and certain 
Time with the Motions of his Legs ; and if 
he raiſe his hinder Legs not high enough, 
you muſt have ſome body behind, who hav- 
ing a Rod, muſt gently jerk him on the Fil- 
lets, to make him raiſe his hinder Parts, By 
taking this Courſe, in a few Days you will 
ſo teach your Horſe to Corvet, that without 
any Helps, at any Time and Place, you may 
make him Corvet at your Pleaſure. 

I need not ſpeak of the Capriole, ſince it is 
the ſame Manner of Motion as the Corver, 
only it is done forward, gaining Ground in 
the Salt, raiſing his hinder Parts as high or 
0 higher than the foremoſt. 1 
If you wou'd have your Horſe go ſide- long 
on either Hand, you muſt dra up your Bri- 
dle. hand ſtrait; and if you would have him 
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go on the Right Hand, lay your Left Rein 
cloſe to his Neck, and the Calf of your Leg | 
.. Cloſe to his Side, making him put his Left 
Leg over his Right; then turning your Rod 
* backward, gently jerking him on the Left 
| hinder Thigh, make him bring his hinder | 
Parts to the Right Side alſo, and ſtand in an | 
even Line as at firſt ; then make him move 
his Fore-parts more than before, ſo that he | 
may, as it were, croſs over the even Line, and 
then make him bring his hinder Part after, | 
and ſtand in an even Line again; and this do 
till by Practice he will move his fore-Parts | 
and hinder- Parts both together, and go ſide- 
long as far as you pleaſe ; and if you would 
have him go on the Left-hand, do as before. | 
To conclude, theſe are the moſt material 
Leſſons requiſite to be taught any Horſe what- | 


ever, either for Service or Pleaſure, which, 
if taught with Care and Patience, you may 


- conclude your Horſe perfe& and compleat. 
But be ſure you obſerve this, that whatſoever | 


Leſſon your Horſe is moſt imperfect in, with 
that Leſſon, even when you ride, begin and 


end; repeating every one over, more or lets, 
| leſt want of Uſe breed Forgetfulneſs, and 


Forgetfulneſs abſolute Ignorance. 
Of RACING: 


; OR the compleating a Gentleman's De- 
| light in the Art of Racing, he is to take 


ſpecial 
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ſpecial Cognizance of theſe ſubſequent Rules 
and Orders. 

Firſt, He is to conſider what is the moſt 
convenient Time to take his Horſe from 
Graſs, which is about Bartibolomew-1ide, the 
Day being dry, fair, and pleaſant ; as ſoon 
as he is taken up, let him ſtand all that Night 
in ſome convenient dry Place to empty his 
Body; the next Day put him into a Stable, 
and feed him with Wheat-Straw, but no lon- 
ger; for tho? the Rule be good in taking up 
Horſes Bellies after this Manner, yet if you 
exceed your Time in ſo doing, this Straw 
will ſtraiten his Guts, heat his Liver, and 
hurt his Blood; therefore what you want in 
Straw, Her it be ſapplied by riding him forth 
to Water Morning and Evening, Airings, 
and other moderate Exerciſe. And for his 
Food, let it be good old ſweet Hay, and 
clothe. him according to the Weather and 
Temper of his Body: For as the Year grows 
colder, and thereby you find his Hair riſe 
and ſtare about his Neck, Flanks, or other 
Parts, then add a woollen Cloth, or more, 
if need require, till his Hair fall ſmooth. 
Where note, That a rough Coat ſhews want of 
Cloth, and a ſmooth Coat Cloth enough, 

A Race-Horſe ought to be dreſſed on his 
reſting Days twice a Day, before his Morn- 
ing and Evening Watering, and muſt be 
tone after this Manner: Curry him from the 
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Tips of his Ears to the ſetting on of his Tail, 
all his Body entirely over with an Iron-Comb, 


his Legs under the Kneesand Gambrels except. 


ed; then Duſt him and Curry him high again 
all over with a round Bruſh of Briſtles, then 
Duſt him the ſecond Time, and ruball the looſe 
Hair off with your Hands dipt in fair Water, 
and continue rubbing, till he is as dry as at firſt, 
then rub every Part of him with a Hair 
Cloth; and laſtly, rub him all over with a 
White Linnen Cloth; then pick his Eyes, 
| Noſtrils, Sheath, Cods, Tuel and Feet very 
_ clean, then clothe him and ſtop him round 
with Wiſps. 5 
There is no better Water for a Race-Horſe, 
than a running River or clear Spring, about 
a Mile and half from the Stable, near ſome 
level Ground, where you may gallop him 
afterwards ; having ſcoped him a little, bring 
him to the Water again, then ſcope him and 


bring him again, ſo often till he refuſe to 
drink more for that Time; after this, walk 


him home, clothe and ſtop him up round 
with great ſoft Wiſps, and having ſtood an 


Hour upon the Bridle, feed him with found 


Oats, dry'd either by Age or Art, If your 
Horſe be low of Fleſh, or hath a bad Sto- 
mach, add one Third of Beans to two Farts 
of Oats, and that will recover both. 
The next Food you ſhall give him ſhall 
be better and ſtronger, and it is Bread, which 
5 you 
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you muſt make after this Manner: Take two 


Buſhels of Beans, . and one of Wheat, and 
grind them together; then boult thro? a fine 
Range, the Quantity of half a Buſhel of 
pure Meal, and bake it in three Loaves, and 
the reſt ſift through a Meal-Sieve, and knead 
it with Water and good Store of Barm, and 


| bake it in great Loaves: With the coarſer 


Bread feed your Runner on his reſting Days, 
and with the finer againſt the Days of his Ex- 
erciſe and greateſt Labour, 

The Times of his feeding upon the Days of 
his Reſt, muſt be after his coming, from Wa- 
ter in the Morning, an Hour after Mid-day, 
after his Evening Watering, and at Ten a- 


Clock at Night; but upon his labouring 


Days, two Hours after he is throughly cold, 
outwardly and iawardly, as aforeſaid. | 
Let his Hay be dry and ſhort ; if it be 
ſweet no Matter how coarſe it is, for if it be 
rough it will ſcour his Teeth. As for the 
Proportion of his Food, I need not preſcribe. 
a Quantity, ſince you muſt allow him accord- 
ing to the Goodneſs and Badneſs of his Stomach, 

_ His: Exerciſe ought to be thrice a Week, 
and it muſt be more or leſs, according to the 
Condition of his Body ; for if it be foul, 
exerciſe him moderately to break his Greaſe ; 
if clean, you may do as you think fit, having 
a Care that you diſcourage him not, nor abate 
his Mettle; and. after every Exerciſe, give 
O 4 — 


Fd 


296 Of RACING. 
him that Night, or the next Morning, 2 
Scouring 3 the beſt I know to purge a Hor 
from all Greaſe, Glut, or Filth whatever, is 
this; Take three Ounces of Anniſeeds, ſix 
Drams of Cummin-ſeeds, a Dram and half 
of Carthamus, two Drams of Fenugreek- 
ſeed, and of Brimſtone an Ounce and an 
half; beat all theſe to fine Powder, and ſearſe 
them; then take of Sallad-Oyl, ſomewhat 
more than a Pint, a Pound and half of Ho- 
ney, and a Pottle of white Wine, then with 
fine white Meal knead it well into a ftrong 
Paſte, and keep it by you, it will laft a long 
Time; when you uſe it, diſſolve a Ball there- 
of in a Pail of fair Water, and give it him 
to drink after Exerciſe, in the Dark, leſt diſ- 
colouring the Water, the Horſe refuſe to 
drink, This is an excellent Scouring, and a 
Remedy for all internal Diſtempers. | 
Now after Exerciſe; cool him a little abroad 
. before you bring him home, then houſe him 


and litter him well, rubbing him with dry 


Cloths till there be never a wet . Hair about 
him, then clothe and wiſp him well. 

| Here note, before you air your Horſe, it 
will be requiſite to break a raw Egg into his 
Mouth, for it will add to his Wind, If he 
be fat, air him before Sun-riſe, and after 
Sun- ſet; but if lean, let him have as much 


Comfort of the Sun as you can. Courſing 
in his Cloaths ſometimes to make him ſweat is 
4 | not 
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not irrequilite, ſo it be moderately done ; but 
when without his Cloaths, let it be ſharp and 
ſwift, - 
Let his Body be empty before he courſe. ; * 
and to waſh his Tongue and Noſtrils with 
Vinegar, or to piſs in his Mouth e'er you 
back him, is wholſome; having cours'd him, 
clothe him after he hath taken Breath, and 
ride him home gently. 

To be ſhort, whatever is here defective in 
the right ordering of a Race-Horſe, your 
own Judgments may eaſily ſupply. All that 
you have to do, is to be careful when to take 
him up, how to clothe him and dreſs him, 
when and how to feed and water, what and 
how much Exerciſe is requiſite, either by air- 
ing or courſing, and his ordering after Exer- 
cile, and what Scourings are molt requiſite; 
and that I may add a little more to yout 
Knowledge, and conclude this Subject, take 
theſe general Rules and Inſtructions. 
1. Courſe not your Horſe hard, at leaſt four 
or five Days before you run your Match, leſt 
the Soreneſs of his Limbs abate his Speed. 

2. Except your Horſe be a foul Feeder, 
muzzle him not above two or three Nights 
before his Match, and the Night before his 
bloody Courſes. | 
3. As you give your Horſe gentle Courſe, 
give him ſharp ones too, that he may as well. 
find Comfort as Diſpleaſure thereon. 5 

Q 5 4. Upon 
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4. Upon the Match-Day let your Horſe be 
empty, and that he take his Reſt undiſturbed 


till you lead him out. 
5. Shoe your Horſe every Day before you 


Knocks may be out of his Feet. 
6. Saddle your Horſe on the Race-Day in 
the Stable, before you lead him forck, and fix 
both the Pannel and the Girths to his Back 
and Sides with Shoemaker 's Wax, to Prevent 
all Dangers, 
-P Lead your Horſe to his Courſe with all 
Gentleneſs, and give him Leave to ſmell to 
other Horſes Dung, that thereby he may be 
enticed to ſtoo], and empty his Body as he goes. 
8. Laſtly, When you come to the Place 
where you muſt ſtart, firſt rub his Limbs well, 
then unclothe him, then take his Pack, And 
the Word given, ſtart him with all Gentleneſ 
and Quietneſs that may, leſt doing any Thing 
raſhly, you choak him in his own Wind. 
A Race Horſe ought to have all the fineſt 
- Shapes that may be, but above all Things he 
muſt be nimble, quick, and fiery, apt to fly 
with the leaſt Motion. Long Shapes are to- 
lerably good, for tho* they ſhew Weakneſs, 
yet they aſſure ſudden Speed. The beſt 
Horſe for this Uſe is the Arabian Barbary, 
or his Baſtard ; not but Gennets are good, but 
the Turks mach F 
Having laid you down all theſe Advan- 
1 tages 
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tages for ordering your Racer, from his 
taking up, to the Day of his Running, I 
hope you will make ſuch good Uſe of them, 
that if upon an equal Match you ſhould lay 
your Money on the Heels of your Horſe 
thus ordered, he ſhall: be ſo far from kicking. 
away his Maſter's Stake, that the Nimbleneſs 
of his Feet ſhall make it double. | 

I might here. inſert the many Subtilties and 
Tricks there are uſed in making a Match, the 
Craft of the Betters, with the Knavery of 
the Riders, but that they are now too gene- 
rally known by the woful Experience of. too 
many Racing: Loſers. N 


Of ARCHERY. 


A RCHERY, as it is a Recreation,. fo: 
| it hath been heretofore, and is ſtill in 
ſome Part of the World very uſeful in milita- 
ry Affairs, but now quite laid aſide by Engliſb 
Men for fighting, there being found cut more 
dextrous and ſpeedy. Ways to kill and deſtroy: 
one another. 7 1 
Feet it is not ſo laid aſide, but that it is 
uſed by ſome for Paſtime, either at Buts or 
Rovers, and ſhould not be forgotten by Citi- 
zens, as appears by the Continuance of. that 
ancient Cuſtom for every Lord Mayòr to ſee 
the Prize performed by ſhooting, annually: 
with the pound Arrow, ; 
; | O 6. Certainly. 


6363 > * 7 a a aa he. nd. A —— — 19 Wn — 2 + 
— — N ” 
— * ted, IIS - 23 

ä * 


FEY 2 n 
„4 _ 
4 + Fr ts 8 
We, „ 0 — al 


— 
» 


— —— wor dA OR 26 
* 


300 Of ARCHERY. 
| Certainly this ſhooting in the long Bow is 


| very healthful for the Body, by extending 


the Limbs, and making them pliant ; and it 


- hath been neceſſary for a Common-wealth, 


in the Defence and Preſervation of the Coun- 
try; but ſince it is ſo little us'd now a Days, 


1 mall abbreviate my Diſcourſe. 


There are theſe Rules to be obſerved for 
ſhooting in the long Bow. 
Firft, He muſt have a good Eye to behold 


and diſcern his Mark, and knowing Judg- 
ment to underſtand the Diſtance of Ground, 


to take the true Advantage of a Side-wind, 
and to know in what Compaſs his Arrow muſt 
fly; anda quick Dexterity, to give his Shaft 
a ſtrong, ſharp, and ſudden Looſe. 
Secondly, He muſt in the Action itſelf 


ſtand fair and upright with his Body ; his Left 
Foot a convenient Stride before his. Right, 


both his Hams ſtiff, his Leſt Arm holding 


| huis Bow in the midſt ftretch'&ftrair out, and 


his Right Arm, with his firſt three Fingers 


and his T humb, drawing the String to his 


Right Ear, the Notgh of his Arrow reſting 
between his Fore-Finger and Middle-Finger 


of his Right Hand, and the Steel of his Ar- 
wc below the Feathers, upon the middle 
Knuckle of his Fore- Finger on his Left Hand; 
be ſhall draw his Arrow cloſe up to the Head, 


and deliver in an Inſtant without hanging 
on 1 _—_ | 


The 
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The beſt Bow is either Spaniſh or Engliſi 
Yew ; the beſt Shaft is of Birch, Sugar-cheſt, 
or Brazil, and the beſt Feathers grey or white. 
There are three Marks to ſhoot at, Buls, 
Pricks, or Rovers. | e 
The firſt is a level Mark, and therefore you 
muſt have a ſtrong Arrow with a broad Feather. 
The ſecond is a Mark of ſome Compaſs, i 
yet moft certain in the Diſtance, therefore you li 
muſt have nimble ſtrong Arrows, with a mid- | 
dle Feather, all of one Weight and Flying. 
I) be laſt, which is the Rover, is uncertain, 
| ſometimes longer, ſometimes ſhorter, and 
therefore requires Arrows lighter or heavier, 
according to the Diſtance of Shooting. 
If you want Strength by debilitation in the 
Arm or Back, you may reap the ſame Plea- 
ſure by uſing the Croſs-Bow, with which you 
may ſhoot at Buis, Pricks, or Rovers, 


c COCR-FIGHTING. « 


Ocking is a Sport or Paſtime ſo full of 
delight and Pleaſure, that I know not- 
any Game in that reſpect is to be preferr*d he- 
fore it; and ſince the Fighting-Cock hath gain'd MM 
ſo great an Eſtimation among the Gentry, 
m reſpect to this noble Recreation, I ſhall 
here propoſe it before all the other Games, 
of which I have afore ſuccinctly diſcourſed; 
that therefore I may. methodically give In- 
Tu 3. „ ſtructions 
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ſtructions to ſuch as are unexperienced, and 


add more Knowledge to ſuch who have alrea- 
dy gain'd a competent Proficiency in this 
pleaſing Art, I ſhall, as briefly as I can, give 


you Information how you ſhall chuſe, breed, 


and diet the Fighting-Cock, with what choice Se- 
crets are thereunto belonging, in order, thus, 


Of the Choice of FicuTING-Cocks, 


IN. the Election of a Fighting-Cock there 
are four Things principally to be conſi- 


der'd, and they are Shape, Colour, Courage, 


and Sharp- Heel. 2 
Firſt, as to his Shape, You muſt not chuſe 
him neither too ſmall, nor too large; the 


firſt is weak and tedious in his fighting, and 


the other unweildy and not active, and both 
very difficult to be match*d ; wherefore the 
middle-fiz*d Cock is the proper Choice for 
your Purpoſe, being eaſily match'd, and is 
both ſtrong and nimble. | 


His Head ought to be ſmall, with a quick 


large Eye, and a ſtrong Back, and (as Maſter 


Markbam obſerves) muſt be crockt and big. 
at the ſetting on, and in Colour ſuitable to the 
Plume of his Feathers, whether black, yellow, 


or reddiſh, &c. The Beam of his Leg muſt 


be very ſtrong, and according to his Plume, 

blue, grey, or yellow, his Spurs rough, long 

and ſharp, alittle bending and looking inward. 
| Secondly, 
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Secondly, His Colour ought to be either 
grey, yellow, or red, with a black Breaſt; 


not but that there are many other colour d : 
Piles very excellent good, which you muſt 


find out by Practice and Obſervation, but the 
three former, by the Experience of moſt, 
found ever the beſt ; the py'd Pile may ſerve 
indifferently, but the White and Dun are 
rarely found good for any thing. 


Here Note, That if your Cock's Neck be 
inveſted with a Scarlet Complexion, it is a 
Sign he is ſtrong, luſty, and couragious; but 


on the contrary, if pale and wan, it denotes 
the Cock to be faint, and in Health defective. 
Thirdly, You may know his Courage by 


his proud upright ſtanding, and ſtately Tread 
in walking; and if he croweth very frequent- . 
ly in the Pen, it is a couragious Demonſtration. 


Fourthly and laſtly, His narrow Heel, or 
ſharpneſs of Heel, is known no other-ways 


than by Obſervation in Fighting, and that is 


when upon every riſing he ſo hits that he ex- 
tracts Blood from his Opponent, gilding his 
Spurs continually, and every Blow threatning 
immediate Death to his Adverſary. 

Here note, That it is the Opinion of the 
beſt Cock -Maſters, that a ſharp-heel'd Cock, 
tho' he be ſomewhat falſe, is better than a true 
Cock with a dull Heel: And the Reaſon is 


this, the one fights long, but ſeldom wounds; 


the other carrieth a Heel ſo fatal, that every 
| Moment 
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Moment produceth an Expectation of the 
Battles Concluſion; and thoꝰ he is not ſo har- 
dy as to endure the utmoſt Hewing, ſo com- 

monly there is little occaſion for it, being a 
quick Diſpatcher of his Buſineſs : Now, ſhould 
your Cock prove both hardy and narrow- 


heel'd, he is the beſt Cock you can make 


choice of. | 
To conclude, make your Choice of ſuch a 


one that is of Shape ſtrong, of Colour good, of 
Valour true, and of Heel ſharp and y- 


How 10 breed a Gauz-Cocn K. 
7 Hatever you do, let your Hen be of a 
5 good Complexion; that is to ſay, 

rightly plumed, as black, brown, ſpeck'd, 
grey, griſſel, or yellowiſh : 3 theſe' are the 
right and proper Colours for a Hen of the 
Came: and if ſhe be tufted on the Crowa it 


is ſo much the better, for that argues Courage 
and Reſolution ; and if ſhe have the addition 


of Weapons, they conduce very much to her 


Excellency. - 


Let her Body be large and well poked be- 
hind, for the Production of large Eggs; you 


will do well to obſerve how ſhe behaveth her- 
ſelf to her Chickens, whether friendly or fro- 
wardly, and take eſpecial Notice of her Car- 
riage and Deportment among other Hens; if 
ſhe will receive Abuſes from them without 

| Revenge, 
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Revenge, or ſhew any thing of Cowardiſe, 
value her not, for you may aſſure yourſelf 
her Chickens will be good for nothing. 
By the way, take this Obſervation, con- 
firmed by the Opinions of the beſt Cock- 
Maſters both Ancient and Modern, that a 
right Hen of the Game from a Dunghil 
Cock will bring forth very good Chickens, 


but the beſt Cock from a Bunghil- Hen will | 
never. get a Bird that's fit for the Game: | 


| Wherefore, if you intend to have a good 
Breed, 3 Cocks for your perfect Hens. 
The beſt Seaſon for breeding is, from the 
Increaſe of the Moon in February, to the 
Increaſe of the ſame in March. Let her Neſt 
be ſo placed that ſne may not be diſturbed by 
the Sight of any other Fowl, which frequent» 
ly ſo raiſeth her Choler, that the Eggs are in 
great Danger; let the Compoſure of her Neſt 
be made of ſoft ſweet Straw, and let it ſtand 
- in ſome warm Place, for ſhe is a Bird that is 
very tender. . e SE ro WO 
The next Thing that you are to obſerve is, 


. 


whether ſne turn her Eggs often or not; if ; | 


ſhe. is remiſs therein, you muſt ſapply her 
Duty ; but if ſhe ſave you the Labour, prize 
her more than ordinary. And that ſhe may 


not ſtraggle too far from her Eggs, being ne- 


ceſſitated to ſeek abroad for Food, and ſo 
cool her Eggs, it will be altogether needful 
for you to ſet by her ſuch neceſſary Food as 

3 | you 
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you ſhall think fit, with ſome fair Water; 
and that ſhe may bathe and trim herſelf at her 
Pleaſure, in the Place where ſhe ſitteth, let 
there be Sand, Gravel, and Aſhes finely ſifted, 
The Hen hatcheth her Chickens common. 
ly after one and twenty Days ; obſerve in the 
Hatching to take thoſe newly hatch'd, and 


wrapping them in Wool, keep them warm by 


the Fire-ſide, till the reſt are diſcloſed : Be- 
ing all hatch'd, put them under the Hen, and 
be ſure to keep her warm, and ſuffer not your 
Hen and Chickens to ſtraggle abroad till 
they are above three Weeks old; and let the 
Room wherein they walk be boarded, for all 
other Floors are either too moiſt, or too cold. 
Let their Walk be in ſome Graſs- court, or 
ſome Green- place, after they are a Month 
old, that they may have the Benefit of feed- 
ing on Worms, and now and then to ſcour 
themſelves with Graſs and Chick-weed ; but 
be careful they come not near Puddles nor 
filthy Places, for they engender in Birds of 
this Nature venomous Diſtempers, which 
commonly prove fatal : For the Prevention 
of ſuch Maladies, by way of Antidote, 
give them every Morning, before they range 
abroad, the Blades of Leeks chopp'd or 
minc'd ſmall, and mingled among their uſual 
Diet: Alſo it will be requiſite to perfume their 
Room with burnt Penny-royal, or Roſemary. 
Obſerve to take this Courſe till their Sexes 
| „ are 
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are diſtinguiſhable; as ſoon as the Comb or 
Wattles are diſcernable, or plainly viſible to 
the Eye, cut them away, and anoint the fore 


Place with ſweet Butter, till it be whole. 


The Reaſons why their Combs or Wattles 


ſnould be cut ſo ſoon, are theſe: Firſt, If 


you let them grow till they arrive toaheir full 


Bigneſs, and then cut them, there will fol- 


low a great Flux of Blood, and the leaſt Loſs 
of Blood in Feather'd Fowl is very dangerous; 
if much, frequently mortal; moreover, to 


let them grow thus, cauſeth gouty thick 


Heads, with great Lumps; whereas, if you 


take them off betimes, as aforeſaid, they will 


have Heads finely ſmall, ſmooth and ſlender. 
The Time of the Separation of the Cock- 


Chickens is, when they begin to fight with 


and peck one another, till which Time you 


may let them walk with the Hen promiſcu- 
oully together, but afterwards let their Walks - 
be a-part, and that Walk is beſt where he 


may ſecurely and privately enjoy his Hens 
without the Diſturbance and Annoyance of 
other Cocks, for which purpoſe Walks at 
Wind-mills, Water-mills,  Grange-houſes, 


Lodges in Parks, and Coney-warrens, are 


very good Walks, but that the latter is ſome- 
what. dangerous, being frequently haunted 
with Pole-cats, and other ——— 9 75 


Let the Place of feeding be, as near as you 


can, on ſoft dry Ground, or on Boards 3 > 
25 58 | the 
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the Place be harder, as on paved Earth, or 
Floors plaiſter*d, it will ſo weaken and blunt 
their Beaks, that they will be unable to hold faſt. 
Here note, That any white Corn is good 
for a Cock in his Walk, and fo are white 
Bread Toaſts ſteeped in Drink, or Man's Urine, 
which will both ſcour and cool them inwardly, 
Let not above three Hens walk with your 
Cock, for ſhould you ſuffer more, they will 
| tread too much, by reaſon of the Heat of their 


Nature, and: by often treading they will con- 


ſume their Strength, and become fo debili- 
tated, that though they have Courage enough, 
yet they have not Strength to perform their 


= FANS, as they ought to do in a Battle. 


Qbſerve the crowing of your Chickens z if 
you find them crow too ſoon, that is, before 
fix Months old, or unſeaſonably, and that 

their crowing is clear and loud, fit them as 
ſoon as you can for the Pot or Spit, for they 
are infallible Signs of Cowardiſe and Falſhood: 
On the Contrary, the true and perfect Cock 
is long before he obtains his Voice, and 
when he hath got it, ne his Hours with 
the beſt Judgment. 


Suffer not your Cock to ght a Battle till 


| he i is compleat and perfect in every Member, 
and that is when he is two Years old; for, 
to fight him when the Spurs are but Warts 
comparatively, is no Sign of Diſcretion, for 
* may then probably know his Valour and 

Courage, 


. 


22 
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Courage, but you cannot know his Worth 
and Goodneſs, 

In eſpecial Manner take Care, that your 
Cock's Rooſting-perch be not too ſmall in 


the Gripe, or ſo 1l]-placed that he cannot fit 


| without ſtraddling, or if it be crooked it is 
bad, for by theſe Means a Cock will be uneven 
Heel'd, and conſequently no good Striker ; 
and know, that a Perch either maketh or 
marreth a Cock: To remedy or prevent ſuch 
Faults, is to have in your Rooſt a Row of little 
Perches, about eight Inches in length, and 
ten Inches from the Ground, that the Cock 
may with more facility aſcend, and being up, 
is forced to keep his Legs near together : And 
here take Notice of this Maxim amongſt the 


cloſe Sitter, is ever a narrow Striker. N 
Let the Foot · ſtool of the Perch be round 


Arm; or if you will have the beſt Form for 


ful Cock-maſters, and from them all gather 


neath the Perch be ſofr, for otherwiſe, when 


hard Ground to hurt his Feet, infomuch that 
they will g grow n and Souty. „ 
O | 


beſt Cock. breeders, That the Cock which is 4 
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and ſmooth, about the Thickneſs of a Man's 
a Perch, go viſit the Houſes of the moſt ſkil- 
what is moſt neceſſary for your Purpoſe, by 


making Inſpection into their Feeding: Pens, 
and other Places; and let the Ground under- 
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Oo dieting and ordering a Cock for BaTTLE, 


N the dieting and ordering of a Cock for 
Battle, conſiſteth all the Subſtance of Pro- 
fir and Pleaſure ; and therefore your cunning 
Cock-merchants are very Cautious of divulg- 


ing the Secrets (as they call them) of dieting, | 


for on that depends the winning or loſing the 
Battle, they knowing very well, that the beſt 
Cock nndieted is unable to encounter the worſt 
that is dieted: Let others be as niggardly as 
they pleaſe of their Experience and Obſerva- 
tions, for my Part I ſhall be free, and ſcorn 
to conceal any thing that may tend to the Pro- 
pagation of the Art and Myſtery of Cock. 
fighting; wherefore as to the dieting and or- 
| dering.. of Fighting-Cocks, take theſe In- 
ſtructions following. 

The Time of caking up your Cocks is 
about the latter End of Auguſt, for from that 
Time till the latter End of May, Cocking is 
ſeaſonable and in requeſt, the Summer Seaſon 
being improper by reaſon of its great Hear. 

Having taken them up, view them well, 
and fee that they are ſound, hard-feather'd, 
and full ſumm'd, that is, having all their 
Feathers compleat z then put them into ſeve- 
ral Pens, having a moving Perch therein, to 


ſet it at which Corner of the Perch you think 


moſt convenient; the Faſhion and Form us 
theſe 
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theſe Pens you may have at the Houſe of any 
Cocker, and therefore I ſhall give you no 
Directions how to make them; only be ad- 
viſed to keep your Pens clean, and let not 
your Cocks want either Meat or Water. 

For the firſt four Days after your Cock is 
penn'd, feed him with the Crumb of old 
Manchet, cut into ſquare Bits, about a Hand- 
ful at a Time, and feed him thrice a Day 
therewith, that is, at Sun-riſing, when the 
Sun is in his Meridian, and at Sun: ſetting, 
and let his Water be from the coldeſt Spring 
you can get it. 55 
Having fed your Cock thus four Days, or 
ſo long till you think he hath purged himſelf 
of his Corn, Worms, Gravel, and other 
coarſe Feeding; then in the Morning take 
him out of the Pen, and let him ſparr a 
while with another Cock : Sparring is after 
Wl this Manner: Cover each of your Cock's 
Heels with a Pair of Hots made of bombaſted 
Rolls of Leather, ſo covering the Spurs that 
\ Wl they cannot bruiſe or wound one another, and 
ſo ſetting them down on Straw in a Room, or 
green Graſs abroad ; let them fight a good 
while, but by no Means ſuffer them to draw 
Blood of one another ; the Benefit that accrues 
hereby, is this, it heateth and chafeth their 
Bodies, and it breaketh the Fat and the Glut 
that is within them, and adapts it for Purgation. 
Having /parred as much as is ſufficient, 

which 
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which you may know when you ſee them pant 
and grow weary, then take them up, and 
taking off their Hots give them a Diaphore- 
tick, or Sweating, after this Manner: You 
muſt put them in deep Straw-baſkets made 
for the Purpoſe, or for want of them take a 
Couple of cocking Bags, and fill theſe with 
Straw half Way, then put in your Cocks ſe- 
verally, and cover them over with Straw to 
the Top, then ſhut down the Lids, and let 
them ſweat ; but do not forget to give them | 
firſt ſome white Sugar-Candy, chopp'd Roſe- 
mary and Butter mingled and incorporated to- 
gether. Let the Quantity be about the Big- I) 
neſs of a Walnut; by ſo doing you will 1 
cleanſe him of his Greaſe, increaſe his Strength, MW * 
and prolong his Breath, ' | 

Towards four or five a- Clock in the Even- Ih 
ing take them out of their Stoves, and hav- e 
ing lick'd their Eyes and Head with your 
Tongue, and put them into their Pens, and 
having filled their Throats with ſquare-cut 
Manchet, piſs therein, and let them feed 
whilſt the Urine is hot; for this will cauſe IL 
their Scouring to work, and will wonderfully 
cleanſe both Head and Body, 5 gl 

After this, diet your Cocks with a Bread 
made after this Manner: Of Wheatmeal, the 
and Oatmeal Flour, take of each a Gallon, 
and knead them into a ſtiff Paſte, with Ale, 


the Whites of half a ſcore Eggs, and ſome 
iT . Butter; 
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Butter; having wrought the Dough very well, 


make it into broad thin Cakes, and when they 
are four Days old, cut them into ſquare 


pieces; I will not adviſe you to uſe (as ſome 


imprudently do) Liquorice, Anniſeeds, or 


rather hot Spices among your foreſaid Ingre- 


dients; for they will make a Cock ſo hot at 


the Heart, that upon the concluding of the 


Battle, he will be ſuffocated and overcome- 


with his own Heat. To ſhort, that Food is 


beſt which is moſt conſentaneous to his own! 


natural feeding. 


The ſecond Day after his ſparring, take 
your Cock into a fair green Cloſe, and having 
a Dunghil Cock in your Arms, ſhew it him, 
and then run from him, that thereby you 
may entice him to follow, you permitting _ 
him to have now and then a Blow, and thus' 


chafe him up and down about half an Hour ; 


him this Scouring; Take half a Pound of 
Leaves of Herb of Grace, Hyſſop, and Roſe- 


give him thereof a Piece as big as a Walnut, 


and then ſtove him as 3 till Evening, 


then feed him according to fornfer Preſcription. 
The next Day let him feed and reſt, and 
ſparr him the next Day after; thus do every 


© 
K& , 
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when he begins to pa, being well heated, 
take him up and carry him home, and give. 


freſh Butter, and beat it in a Mortar with the: 


mary, till they all look like a green Salve; 


ther Day, for the firſt - Fortnight, either 
1 Pparring 
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if your Cock be over- matched. 


| ſparring or chafing, and after every Heat a 


Scouring, which will keep him from being 
faint. and purſy, 

Feed him the ſecond F ortnight as you did 
the firſt, but you muſt not /parr him or chafe 


him above twice a Week, obſerving ſtill, 


that if you heat him much, you muſt ſtove 
him long, and give him a greater Quantity of 


| Scouring. When well in Breath, Qlight 


Heats, ſmall Scourings, and little Stoving 
wall ſerve the Turn. 
The third Fortnight (which i is a Time ſuf. 
ficient for ordering a Cock for the Battle) you 
muſt feed him as aforeſaid, but you muſt not 


ſparr him at all for fear of making his Head 


ſore, but you may moderately chafe him 


twice or thrice in that Time as aforeſaid, then 


give him his Scouring, rolled well in brown 
Sugar-Candy, which will prevent the Scour- 
ing from making the Sock ſick ;. now you 
may let him fight, having firſt let him reſt 


four Days, obſerving that he come empty 


into the Pit. 


The right Way 7 Coe. Marcuse. 


F all Things have a ſpecial Care how 
you match your Cock; for ſhould you 


feed your Cock with never A much circum- 


ſpect Care and Prudence, it will avail nothing 


In 
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In Matching take Notice of theſe two. 
Things; firft, the Length of Cocks; ſe- 
condly, the Strength of Cocks: For the 
Length, if your Adverſary's be too long, 
your's ſhall hardly catch his Head, and ſo be 
incapable of endangering Eye or Life; and 
if he be the ſtronger he will overbear your 

Hock, and not ſuffer him to riſe and ſtrike 

with any Advantage. „ 

The Length you may judge of by the Eye, 
when you gripe the Cock by the Waiſt, and 
make him ſhoot out his Legs, in which Po- 
ſture you ſhall ſee the utmoſt of his Height, 
and fo compare them together, being herein 
governed by your Judgment; his Strength is 
known by the Thicknefs of his Body: Take 
this for a Rule, That a Cock 1s ever beld the 
firongeft, which is the largeſt in the Girtb. 
You ſhall know the Dimenſions of theGrrtb 
i by the Meafure of your Hands, Griping the 
Cock about from the Points of your great 

Finger to the Joints of your Thumbs, and 
either of theſe Advantages by no Means give 
your Adverſary; if you doubt Loſs in the 
one, be ſure to gain in the other; for the weak 
long Cock will riſe at more Eaſe, and the 
ſhort ſtrong Cock will give the ſurer Blow. 


How to prepare Cocks for FicuT. 
CINCE all Cocks are not caſt in one 
J Mould, the Advantages on either Side 
| T2 =_ 
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muſt be reconciled by Matching; and hay. 
ing made an equal Match as near as you can, 
you muſt thus prepare him to fight. 
Firſt, With a Pair of fine Cock-Shears cut 
all his Mane off cloſe unto his Neck from the 
Head to the ſetting on of the Shoulders: Se- 
cCondly, Clip off all the Feathers from the 
Tail cloſe to his Rump, the, redder it ap- 
| pears, the better is the Cock in Condition, 
| Thirdly, Take his Wings and ſpread them 
_ forth by the Length of | the firſt riſing Fea- 
ther, and clip the reſt-Slope-wiſe with ſharp 
Points, that in his riſing he may therewith 
endanger an Eye of his Adverſary. Fourth- 
ly, Scrape, ſmooth, and ſharpen. his Spurs 
with a Pen-knife. Fifthly, and laſtly, See 
that there be no Feathers on the Crown of his 
Head for his Adverſary to take hold of ; 
then with your Spittle, moiſtening his Head 
All over, turn him 1 into the Pit to move his 
Fortune. 


How to order Cocks after BaTTLE, and bow 
to cure Wounds, 


N E Battle FOAM ended, 33 

ſearch your Cock's Wounds, as man) 
as you can find; ſuck the Blood out of them, 
then waſh them well with warm Urine, and 
that will keep them from rankling ; after thi 
give him a Roll or two of your beſt Scoul- 
in, 
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ing, and ſo ſtove him up as hot as you can for 


that Night; in the Morning, if you find his 
Head ſwelled, you muſt ſuck his Wounds 
again, and bathe them again with warm Urine, 
then take the Powder of Herb Robert, and 
put it into a fine Bag, and pounce his Wounds 
therewith ; after this give him a good Hand- 


ful of Bread to eat out of warm Urine, and fo 


put him into the Stove again, and let him not 
feel the Air till the Swelling be fallen. 

If he hath received any Hurt in his Eye, 
then take a Leaf or two of right Ground-Ivy, 
that which grows in little Tufts in the Bottom 
of Hedges, and hath a little rough Leaf; I 
ſay, take this Ivy and chew it in your Mouth, 
and ſpit the Juice into the Eye of the Cock, 
and this will not only cure the preſent Mala- 
dy, but prevent the Growth of Films, Haws, 


Warts, or the like, deſtructive to the Eye- ſigt. | 


If after you have put-out your wounded 
Cocks to their Walks, and viſiting them a 
Month or two after, if you find about their. 
Head any ſwollen — hard and blackiſh 


at one End, you may then conclude in ſuch 


Bunches there are unſound Cores, which muſt 
be opened and eruſn'd out with your Thumbs; 
and after this, you muſt ſuck out the Corrup- 
tion, and filling the Holes full of freſh But- 
wa you need not doubt a Cure, 
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Cures for ſome Difempers i in a Cock, Caick, 
| or HEN of the Gau. 


{ 


HE Pip i is a whice his Scale growing 

on the Tip of the Tongue, by which 
means Poultry in general cannot feed; it is 
very vilible to the Eye, and proceedeth from 
foul Feeding or want of Water; it is cured 
by pulling off the Scales with your Nail, and 
rubbing the Tongue with Salt. 

The Roop is a filthy Boyl or Swelling on 
the Rump of the Cock, Hen, Sc. and will 
corrupt the whole Body. It is known by the 
ſtaring and turning back of the Feathers. For 
the Cure, you muſt pull away the Feathers, 
and open the Sore to thruſt out the Core, then 

waſh the Place with Water and Salt, the Cure 
is effected. 

If your Cock or Hen have the Flux, which 
happeneth by eating too much moiſt Meat, 
you may cure them by giving them ſcalded 
Peaſe-bran ; but if they cannot mute, anoint 
their Vents, and give them Corn * in 


Man's Urine. 


Lice is a common Infirmity among them, 
proceeding from corrupt Food, or for want 
of bathing in Sand, Afhes, or the like: 
This Malady you muſt cure in taking Pepper 
beaten to Powder, and mixing it with warm 
Water, waſh them therewith, If they are 
ET , e 
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troubled with ſore Eyes, taking a Leaf or 
two of Ground-Ivy, and chewing it well in 


your Mouth, ſpit the Juice thereof into their 


Eyes, and it will preſently heal. What other 
Infirmities are incident to theſe Birds of Game, 
I ſhall leave, and their Cures, to your own 
Practice and Obſervation. | en 


An Excellent and Elegant Copy of VERSiS u pan 
Iwo Cocks fighting, by Dr R. Wir p. 


GY you tame Gallants, you that have a Name, 


And would accounted be, Cocks of the Gamez 
That have brave Spurs to ſhew for't, and can crow, 
And count all Dunghil Breed that cannot ſhow 
Such painted Plumes as your's ; which think*t no Vice, 
With Cock-like-Luft, to. treat your Cockatrice. | 
Tho' Peacocks, Woodcocks, Weathercocks you be, 


If yare not Fighting-Cocks y*are not for me. 


I of two feather'd Combatants will write; 


7 


And he that means to th' Life to expreſs their Fight, | 
Muſt make his Ink the Blood which they did ſpill, 


And from their dying Wings muſt take his Quill. 


| O ſooner were the doubtful People ſet, | 
The Match made up, and all that would had 


| =: © | 3 
But ſtrait the $kilful Judges of the Play 


Brought forth their ſharp-heeld Warriors, and ther 
Were both in Linnen Bags, as if twere meet 

Before they dy'd, to have their Winding-Sheet, 

Into the Pit they're brought, and being there 

Upon the Stage, the Norfolk Chanticleer 

Looks ftoutly at his ne'er before ſeen Foe, 

And like a Chaltenger began to crow, 

And Clap his Wings, as if he would diſplay 


| His warlike Colours, which were black and grey: 
E | 3 N * Ak: | Mean 
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Mean Time the wary Wisbich walks and breathes 
His active Body, and in Fury wreathes 1 
His comely Creſt, and often looking down, 
He whets his angry Beak upon the Ground. 
This done they meet, not like that Coward Breed 
Of ſop; theſe can better fight than feed: 
They ſcorn the Dunghil, *tis their only Prize, 
To dig for Pearls within each other's Eyes. 
They fought ſo nimbly, that *twas hard to know, 
To th? Skilful, whether they did fight, or no; 
If that the Blood which dy d the fatal Floor, 
Had not bore Witneſs of' t. Yet fought they more; 
As if each Wound were but a Spur to prick 
Their Fury. forward. Lightning's not more quick, 
Or red, than were their Eyes: *I was bard to know, 
Whether 'twas Blood or Anger made them fo. 
I'm ſure they had been out, had they not ſtood, 
More ſafe, by being fenced in with Blood, 
Thus they vy'd Blows ; but yet (alas) at length, 
Altho' their Courage were full try'd, their Strength, 
And Blood began ro ebb. You that have ſeen 
A watry Combat on the Sea, between | 
Two angry, roaring, boiling Billows, how 
They march, and meet, and daſh their curled Brow ; 
Swelling like Graves, as tho? they did intend 
T*intomb each other &er the Quarrel end; 
But when the Wind is down, and bluft*ring Weather, 
They are made Friends, and ſweetly run together; 
May think theſe Champions fuch ; their Bloed grows 


And they, which leap'd before, now ſcarce can go: 
Their Wings, which lately, at each Blow they clapp'd, 
(As if they did applaud themſelyes) now flapp'd. 

And having loft tt* Ad vantage of the Heel, 

Drunk with each other's Blood, they only reel: 
From either Eyes ſuch Drops of Blood did fall, 

As if they wept them for their Funeral. 

And yet they fain would fight ; they came ſo near, 
Methought they meant into each other's Ear 
2285 a | | To 
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To whiſper Wounds ; and when they could not riſe, 
They lay and lovk*d Blows int' each other's Eyes. 
But now the tragick Part! After this Fit, 

When Norfolk Cock had got the beſt of it. 

And Wisbich lay a dying, ſo that none, | 

Tho ſober, but might venture Sev'n to One; 
Contracting, like a dying Taper, all 5 

His Strength, intending with the Blow to fall, 

He ftruggles up, and having taken Wind, 

Ventures a Blow, and ftrikes the other blind. 

And now poor Norfolk, having loft his ,Eyes, 
Fights only guided by Anti pathies: i 

With him (alas ]) the Proverb holds not true : 
The Blows his Eyes ne er ſaw his Heart muſt rue. 
At length, by Chance, he ſtumbled on his Foe, 
Not having any Pow'r to ſtrike a Blow. 

He falls upon him with his wounded Head, . 
And makes his Conqu'ror's wings bis Feather · Bed: 
Where lying Sick, his Friends were very charie 

Of him, and fetch'd in Haſte a Pothecary; 

But all in vain, his Body did ſo bliſter, 8 
That *twas unca pable of any Glyſter; | 

Wherefore, at length, opening his fainting Bill, 
He call'd a Scriv'ner and thus made his Will. 


Mprimis, Let it never be forgot, 
My Body freely I bequeath to tb Pot, 
Decently to be boiPd, and for igs Tomb, 
Let it be buried in | hung) Womb, 

Item. Executors I will have' none, 
But he that on my Side laid Sev'n to One: 
And, like a Gentleman that he may live, 
To bim, and to his Heirs, my Comb I give, 
Together with my Brains, thit all may know, 
That oftentimes his Brains did uſe to crow. 
Item. It is my Will to th' weaker Ones, 
Whoſe Wives complain of them, I give my Stones; 
To him that's dull I do my Spurs impart ; 
And to the Coward 1 bequeath my Heart: 


— 
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To Ladies that are light, it is my Will, 
My Feathers ſball be given; and for my Bill 
Pd giv't a Taylor, but it is fo ſhort, 

That Pm afraid he'Il rather curſe me for't : 
And for th Apothecaries Fee, who meant 
To give me @ Glyſter, let my Rump be ſent. 
_  Lafttly, becauſe I feel my Life decay, 
J yield and give to Wisbich Cock the Day. 


Of BOWLING. 


MD Owling is a Game of Recreation, which 
if moderately: uſed is very healthy tor 
the Body, and would be much more com- 
mendable than it is, were it not for thoſe 
Swarms of Rooks, which ſo peſter Bowling- 
Greens, Bares, and Bowling-Alleys, where 
any ſuch Places are to be found, ſome mak- 
ing ſo ſmall a Spot of Ground yield them 
more annually than fifty Acres of Land ſhall 
do elſewhere about the City; and this done, 
cunning, betting, crafty matching, any baſe 
playing booty. „ 
In Bowling there is a great Art in chuſing 
out the Ground, and preventing the Wind- 
ings, Hanging, and many turning Advan- 
tages of the fame, whether it be 1n open 
wide Places, as Bares, and Bowling-greens, 
or in cloſe Bowling-Alleys. Where note, 
that in Bowling, the chuſing of the Bowl is 
the greateſt Cunning. *Flat Bowls are belt 
for cloſe - Alleys ; round byaſſed Bowls for 
==. op 
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open Grounds of Advantage, and Bowls 
round as a Ball for Green Swarths that are 
plain and level. = 

There are not any Inſtructions can be 
given how to. bow], Practice muſt be your 
beſt Tutor, which mult adviſe you the Riſing, 
Falling, and all the ſeveral Advantages that 
are to be had in divers Greens, and Bowling- 
Alleys; all that I ſhall fay, have a Care 

you are not in the firſt Place rooked out of 
your Money; and in the next Place you go 
not to theſe Places of Pleaſure unſeaſonably; 
that is, when your more weighty Buſineſs 
and Concerns require your being at home, or 
ſomewhere elſe. e 


The Charalier of a Bowling- Alley and 
Bosoling- Green. 


˖ | 
BowIINx G- GREEN, or BowLiNG-ALLEY, 
1 is a Place where three Things are 
thrown away beſides the Bowls, viz. Time, 
0 Money, and Curſes, the laſt Ten for One. 
by The beſt Sport in it, is the Gameſters, and he 
enjoys 1t moſt who looks on and bets nothing. 
It is a School. of Wrangling, and worſe than 
the Univerſity - Schools; for here Men will 
wrangle for a Hair's Breadth, and make a 
Stir where a Straw would end the Contro- 
verſy. Never did Mimick ſcrue his Body 
into all the Forms theſe Men do theirs; and 
| | it 
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bending back of the Body, or ſcruing i in of 


they have for loud lying, crying, ſometimes, 


and on the contrary, crying, Short, ſbort, 
when he hath overbowled as far. How ſenſe- 


ing Senſe to their Bowls, putting Confidence 
in their Intreaties for a good Caſt ! It is the 
beſt Diſcovery of Humours, eſpecially in 
the Loſers, where you may obſerve fine Variety 


wrong byaſſed, and ſome few juſtle into the 


it is, as in the Court, where the neareſt are 
the moſt ſpighted, and all Bowls aim at the 


it is an Article of their. Creed, that the 


their Shoulders, 1s ſufficient to hinder the 
Over-ſpeed of the Bowl, and that the running 
after it adds to its Speed. Though they are 
{ſkilful in Ground, I know not what Grounds 


the Bowl is gone a Mile, a Mile, Sc. when 
it comes ſhort of the Jack by fix Yards; 
leſs theſe Men appear, when they are ſpeak- 


of. Impatience, 'whilſt ſome fret, rail, ſwear, 
and cavil at every Thing, others rejoice and 


laugh, as if that was the ſole Deligns of their 


Creation. » 
To. give you the Moral of it, it is the 


Emblem of the World, or the World's Am- 


bition, where moſt are ſhort, over-wide or 


Favour of Mrs Fortune] and with Her, 


other. 


